













SO YOU WANT TO LEARN WHAT IT'S LIKE TO BE ON 
THE NATION’S MOST ELITE CRIME FIGHTING FORCE? 

E 4 YOU'RE DEAD. 

WANT TO TRY AGAIN? 



DARYL F. GATES' 

POLICE QUEST 

SWAT 


Hey, sorry. But had you paid attention to your training, you might still be alive. Welcome to Daryl Gates' Police Quest:® SWAT". The 
most realistic simulation of the SWAT experience ever created. Developed with Daryl F. Gates, originator of the SWAT concept, this new 
multiple CD set puts you right in the middle of the the high-stress, zero tolerance world of the SWAT team. You'll get intensive training ii 
teamwork, weapons and tactic. You II be tested in multiple scenarios where your career will ride on life or death split-second decisions. 
Make the right decisions and you get promoted to Element Leader in the platoon. Make the wrong one and your mother could get a 
nice, heartfelt letter of sympathy from your supervisor. For more information, call 1-800-757-7707 or see your local software dealer. 





A Curse. 




Centuries Is About To Unfold. 


lust find the killer. 


© 1995 Sierra On-line, Inc. ® end / or M designate trademarks of, or licensed Ip Sierra Online, Inc. All rights reserved. 
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Fredric Paul 


Editor’s Page 


Coming Attractions! 

hen you go to the music store, you’ve probably already heard a song or two 
from the CD you want to buy. Maybe a friend played it for you, but more than like¬ 
ly you heard the song on the radio or saw the video on MTV. Either way, you’re not 
plunking down your cash to buy a disc based solely on its packaging or advertisements; 
you have some idea of what you’re getting. 

Same thing with the movies. Odds are you’ve already seen a film clip on a TV 
commercial or a Siskel and Ebert review, or maybe you saw a trailer the last time 
you were at the theater. Again, the key is that you’ve had a chance to check out the con¬ 
tent before making a decision to buy it. 

But when it comes to computer entertainment, there’s no equivalent preview 
mechanism. True, some games—like Doom and Descent—have shareware 
versions, and other companies sell demo versions for a couple of bucks. In most 
cases, though, when you buy a new game or multimedia title, you’ve probably 
never seen the thing in action. 

That’s why last November, we began bundling each newsstand copy of Electronic 
Entertainment with a PC and Mac CD-ROM full of game demos and multimedia- 
title previews. The disc has been so well received that we’re making it available to all 
our subscribers as well (send in the offer card you received or call 800-688-4575). 

Subscribing to the magazine with the CD-ROM costs a little more, but it can save 
you big money at the software store. Pop the disc into your computer, and you can 
actually play demos and watch previews of the latest and greatest games and multimedia 
tides. You’ll know what you’re getting before you shell out $50 or more for the latest 
software. 

Our disc offers some 20 DOS, Windows, and Macintosh games and entertain¬ 
ment tides each month. This issue, for example, look for Apache, Magic Carpet I, Primal 
Rage, and many others. A “Demo On Disc!” icon in the magazine will alert you 
when there’s a related demo on the CD-ROM. 

But that’s not all. We give you contact numbers to reach industry vendors as well 
as an interactive fax-back survey. Use it to tell us what you think about the magazine— 
and to qualify for great prizes. A special shopping area called Whole Nu World lets you 
order products right from the disc. And this month, we offer instant Internet access that 
will let you surf the World Wide Web without having to give out your credit-card 
number or commit to an online service. 

In the coming months, we’ll be working to integrate the disc and the magazine more 
closely. In fact, the success of the CD-ROM is one big reason we’re altering the 
name of the magazine. Beginning with the January 1996 issue, we’ll be known as PC 
Entertainment 

Don’t look for big changes inside the magazine, though. We chose the new name 
simply to better reflect our concentrated coverage of PC and Mac games, multimedia, 
and online entertainment. Have fun! tS 



Tell me what you think! Send e-mail to kaul@iftw.com; fax me at 415- 
349-7482; or send snail mail to Editor, Electronic Entertainment, 
951 Mariner’s Island Blvd., Suite 700, San Mateo, CA 94404. 
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Plunge into this surrealistic 3D 
world where dozens of 
characters propel you through 
mind expanding challenges. 


to one shocking conclusion! 


For Macintosh and PC Windows® 


http://www.bumcycle.com 



Letters 


Mac Meisters 

Electronic Entertainment is the only maga¬ 
zine that pays a respectable amount of atten¬ 
tion to the Macintosh gaming world. Other 
magazines give the Macintosh token cover¬ 
age at best. In addition, your magazine’s free 
CD-ROM includes PC and Mac games. 

TTie Mac gaming world is enjoying a peri¬ 
od of unprecedented growth, and the 
Macintosh is finally maturing into a capable 
multimedia and gaming machine in its own 
right. Kudos to E^> which I gladly recom¬ 
mend to my fellow Mac gamers. 

Marion Carungay 
martonc@eworid.com 

Windows 95 Bashing 

Electronic Entertainments September issue 
jumps the gun in its rash to heap praise upon 
Windows 95. In your “Cyberspace: 1995” 
story, you say Microsoft Network’s ability to 
create Windows aliases from any World 
Wide Web address for that site is “a radical 
innovation.” IBM’s WARP Web Explorer 
has not only allowed users to drag a URL 
icon to a window or desktop to access that 
site, but also allowed them to drag and drop 
the icon on Web Explorer. In addition, 
Netscape has a similar capability. 

Also, if the Microsoft Network (MSN) 
belongs in your feature, why isn’t IBM’s 
Internet Access Kit also included? Just like 
MSN in Windows 95, the Access Kit is sup¬ 
plied with the WARP operating system. 
However, IBM doesn’t force you to use 
IBM’s Advantis network exclusively. You 
can use the Kit virtually with any Internet 
Access Provider. The world does not revolve 
solely around Mr. Gates and Microsoft. 

J.R. Link 
jlink@best.com 

OS/2 WARP and Netscape both allow icon 
creation, but that ability has never been 
shared by any of the commercial online ser¬ 
vices—the focus of our story. Similarly, we 
concentrated on services that aim to provide 
their own content, while Advantis merely 
offers an Internet pathway. — Ed. 


Tough Love 

I think you have a great magazine, and I look 
forward to every issue. However, you need 
to be much more critical in your game 
reviews. It’s very hard to decide which game 
to buy when all the game reviews receive five 
stars! Only games that are true classics 
should receive the five-star award. 

Kevin Hockey 
kevinhocky@aol.com 

You’re right, Kevin. Only the great games 
should get 5s, and we try to keep a critical 
eye trained on every game we review. In our 
last issue, for example, we awarded PC and 
Mac games one 5, one 4.5, four 4s, four 3.5s, 
three 3s, a pair of 2s, and a 1.5. — Ed. 

Control & Cheats 

In response to Fredric Paul’s September 
Editor’s Page (“Total Control,” page 4), I do 
enjoy video in games, but I want the ability 
to stop the video. It frustrates me to have to 
wait for an entire sequence to finish. I don’t 
want to return to the days of text adventures, 
but sometimes I enjoyed those games more 
than today’s souped-up tides. At least they 

Also, I loved Christopher Lindquist’s col¬ 
umn “Cheater” (September, page 36). 
Finally, someone who supports cheats. I 
don’t have the reflexes or the time to com¬ 
plete every game. Some nights you just want 
to blow something up; no hassles, you’re 
God for 20 minutes. For those who don’t 
believe in cheats, don’t use them. 
kempton@databank.com 

Raging Debate 

Bill Meyer’s feature “Is It a Movie, Or Is It a 
Game?” (September, page 42) was quite 
insightful. There is a raging debate within the 
industry about how much movie-like video 
should affect game play. Some people believe 
that the movie portions hinder the game, 
while others feel it addresses a larger audi¬ 
ence and therefore makes games potentially 
more profitable. 

I think that interactive movie/games will 


become their own genre. Until then, these 
titles will experience growing pains associat¬ 
ed with producing larger-budget games. 

Eric Peterson, Origin Systems 
epeterson@origin.ea.com 

Right Out of the Box 

First, I would like to say that I like your mag¬ 
azine and think your free CD-ROM is great. 
But, in the September issue (“Compaq’s PC 
Toybox,” page 22), you reviewed a Compaq 
Presario CDTV desktop system. This system 
is a prime example of how the unsuspecting 
public is misled about what the state of the 
art in gaming systems is. 

The reviewer said that this system had no 
upgrade path for the video card and that the 
sound card was only Sound Blaster-compati¬ 
ble. And other than cheesy little speakers 
with no volume control, the monitor was 
nothing to write home about either. 

If you want to do a service to your readers, 
explain the basics of what to look for in com¬ 
ponents and why. These computers in a box 
rip off the general consumer. All the serious 
game players I know have custom systems 
that are ordered or built by computer shops. 
Soon, Joe Public will see that he has been lied 
to about these ready-made systems. 

Larry A. Kruse 
New Orleans, LA 

The Compaq Presario you refer to received a 
rating of 3.5 stars—the equivalent of a C+. 
As we noted, the box had a limited upgrade 
path and a price that would scare away 
many buyers. 

While it is certainly possible to save money 
with a custom-built system, name-brand PCs 
offer service and support that may be impor¬ 
tant to many people. —Ed. 


Got something you want to get off your chest .? 
Do it! Write, fax, or e-mail us at: Letters to 
the Editor, c/o Electronic Entertainment, 
951 Mariner’s Island Blvd., Suite 700, San 
Mateo, CA 94404; fax: 415-349-7781; In¬ 
ternet address, e2Letters@iftw.com; and 
CompuServe: 73361,265. 
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This mTrax thing rules for these logical reasons. A) It kicks big 
butt. B) Great F##@!N' music. C) It works in your stereo, PC 
or Mac. And D) It kicks big butt. Graphics verging on sensory 


overload. Mega-bands and garage bands. Rare interviews. 
Lyrics in all their explicit glory. Interactive videos. Games. 
And other digital funk that makes mTrax the equivalent of a 




Multimedia News 








DC Maya World and Welcome to It 

Hot spots in the bird’s-eye views reveal 
fascinating images. 

including QuickTime VR, Exploring The 
Lost Maya offers a Visual Overview and 
then uses an engaging and well-integrated 
interface to concentrate on Mayan history, 
culture, and their archeological legacy. The 
History section places photos, text, and 
video clips in an interactive timeline run¬ 
ning from 1000 B.C. to 1500 A.D. The 
Sites section contains interactive maps of 
the region and of individual sites. Click on 
the Ancient Culture section for a 3-D fly 
around and explanations of how the 
Mayans built their impressive pyramids, 
plus a lot more. 

Like MECC’s upcoming MayaQuest 
CD-ROM for kids (which we previewed 
January 1995, Sharp Edge, page 11), Exploring the Lost 
Maya doesn’t focus on the collapse of the Mayan civiliza¬ 
tion. Instead, it presents an intriguing look at this sophisticat¬ 
ed people—and will survey the ruins and icons they left be¬ 
hind. (Sumeria; 415-904-0800; $49.95) —Ann M. Marcus 

Platform: Mac/Win/Win 95 CD 
Available: February 1996 


T he Mayans haven’t ruled 
Mexico’s Yucatan peninsula 
or present-day Central Amer¬ 
ica for a millennia, but a new 
CD-ROM from Sumeria will 
offer a multimedia look at their 
fascinating culture. 

Using advanced technology, 



the appropriate URL address. Best of all, none of 
this puts a heavy strain on your system; we found 
that moving and rendering in AlphaWorld works 
well even with a 14.4Kbps modem on a 486 PC. 
(A Mac version should follow shortly.) 

Community gatherings proved popular in 
the beta-testing stage of AlphaWorld. You’ll 
also find a newspaper-the New World Tlmes- 
which you can get to by clicking on any news¬ 
paper box, or you can read it at the Worlds Inc 


in Worlds ln< 
i Chat, which ( 


My Kind of Town 

■ 


IWn through the environment using the same first- 

person Doom-like perspective and talk with 
•; other people, but now you can also reserve 

some virtual real estate to build anything you 
want using AlphaWortd’s library of predefined 
objects. Eventually, you'll be able to import your 
own art and create your own appearance. What's 
more, you’ll be able to link any site you build to 
any World Wide Web page simply by including 
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CD Game Consoles Go Online 


Available: Januaiy 1996 


T he online revolution won’t be confined to computers much 
longer. Eyeing the explosive growth of online services and the 
Internet, the makers of CD-ROM-based console systems are 
scrambling to launch their units into cyberspace. 

Sega was first, announcing 
plans to ready 
enhanc 
Saturrtjlj 
shipment 
April 1996 that 
will include a modem and 
telecommunications software. It will 
than the base unit (which was just reduced 
move that signals the convergence of CD-ROfjf consoles and 
computers, the company announced that it will p ort some of its 
Genesis and 5 aturn games to Pentium-based PCs running 
Windows 95. Look for Ecco the Dolphin, 
Tomcat Alley, and Comix Zone to make the 
transition this fall, while Virtua Fighter 
Remix will be bundled with the 
Diamond Edge 3D 
accelerator PC card 
from Diamond 
Multimedia. 

Philips Media, 
makers of the fading 
CD-i system, also began releasing 
PC games last year and is now working with 
s CD-Online subsidiary to let CD-i users 
the Internet. Scheduled to launch this fall in 


ictive television, and claimed that 
ers would be able to play each other 
te. But interactive TV has been slow to 
take off, and a promised 3DO 
modem from AT&T evaporated 
when the phone 
company’s interest 
in the platform 
waned. The Multi¬ 
player is now posi¬ 
tioned purely as a 
game machine, and 
many 3DO game de¬ 
velopers—including Crystal Dynamics and hardware 
backer Panasonic—are con¬ 
verting some of their 3DO 
games to the PC. 

—Fredric Paul 


Blues on the Bus 


W hat could be cooler than hanging out with B.B. King, listening 
to this blues great’s music, and learning about his roots? On 
The Road With B.B. King gives you the chance to do just that 
Billed as an interactive biography, it’s a musical road trip through 
King’s life and times. 

Hop on B.B.’s tour bus-Big Red-to visit s 
Memphis’s Beale SI 

influences are detailed; his hometown of Indianola, Mississippi; ai 
B.B.'s Los Angeles blues dub. Along the way, sit back and listen 
him spin stories, each one illustrated by a fine artist 

To make the experience truly authentic, MCA Records spent three days shooting with B.B, partly on 
location in Memphis, and recorded some 30 hours of interviews. And unlike some discs, On The Road 
will be full of music-induding performances by artists that B.B influenced. The music plays continuous¬ 
ly, not just when you dick on an object (MCA Records; 800-431-9015; $39-$49) -Fredric Paul 
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FLASH 


A more delightful actor, funnyman, and cook 
would be hard to find. Now, Dorn DeLuise 
has brought his talent and wit to CD-ROM in 
Cooking with Dom DeLuise from Allegro New 
Media (see our review in this issue on page 30). 
Reviews editor Ann Marcus caught up with the 
larger-than-life star by phone. 


ROM different from the other ttuigs you’ve done? 

Dom DeLuise: It was a gigantic job. It was like trying 
to hold water in a sieve, and no matter what we did, 
they’d say, “Oh, that’s fine, now we need a hundred 
more [recipes] just like that!” We needed tips and we 
went shopping, and it went on and on and on.. .but of 
course not all of it was serious. We tried to keep it 
energetic and spontaneous and a little funny. 

E2: Oh, it’s very funny. Did you film it in your 
kitchen? 

DD: Oh no, we made such a mess, my wife Carol 
would have killed me. You don’t wanna know the 
mess...We did it in a friend’s kitchen. I would be 
making dish after dish and I would glance off cam¬ 
era and someone had already eaten it and was 
washing up. We had a great crew, and that really 
made all the difference. 


m 

ing this? 

DD: No, I have 
feeling...I think people do what I 
do. They read cookbooks 
£ which I do. Say I 

V- 


recipe, I’d read three or four and then pull out the 
ingredients that I want to use. 

E2: Then will people m 


DD: No, but wherever they’re looking at it, they 
should be relaxed. Also, I think people want to 
keep the cooking time short and see what’s actually 
happening. You’ve seen those shows, right, when 
they say, “And now you pour in half a cup of 
wine,” and they already have it set aside in a little 
dish. I like to show it happening and I love to say, 
“Now carefully measure half a cup of wine,” and 
you see me pouring in half a bottle of wine! 
[Laughs] You have to break the rules a little. 

E2: Do you hi 


DD: Yes, I have the computer; no, there’s n 
ROM drive yet. I use the computer all the tii 
writing. I write children’s books. 


DD: No, but my son Peter loves that stuff. Y’know, 
there’s a guy in a cave and a , 
monster and a...I don’t 
know...he loves that stuff. '■7 
I’m doing one now with Christopher Lloyd. I play a 
dog (Virgin Interactive Entertainment’s Toon 
.Oh it’s just amazing what they do. 

they combed Christopher 
Lloyd’s hair in the middle 
and made the 
collar the same 
on both sides, the jacket had no 
buttons, so that they could flip 
the picture and he could be left ot 

know. They 
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news 

FLASH 


n. Retailing for $39.95, il 


; from Attica, Mad D 
ee from IBM, and Sir 
Along Kids: Vol. 3 from Siri 


s Online-FIVA 


ists in both competitive and 
i-competitive gallery formats, 
irk Benthin, Festival Director, 



available to teach women of all 


ever The Holidays Online cyberNorl 

H o ho ho, deck those halls, light the menorah, make a sacrifice, or whatever...yes, the 
holidaze are upon us! Time to feel the spirit-or at least sip some. Of course, we all 
celebrate the season in our own way. And the World Wide Web can help. A few of the 
year-end pages get coal in their stockings, but the rest are brimming with good cheer. 
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chat online for the pittance of just 

ta Monica to Pasaden 


^ you're, 


A uto-electronica may never be the same. 
Radiostar, a two-way communications and 
navigation system based upon satellite tech¬ 
nology, just may usher in a whole new era of 
vehicular entertainment. 

Radio Satellite’s patented technology, which 
the company expeas to implement within two 
to three years, will give subscribers to the ser¬ 
vice a cornucopia of broadcast choices in the 
car, similar to what RCA’s DirecTV offers for 
television in the home. The Radiostar terminal, 
which would replace your car’s conventional 
AM/FM radio for about $200, would be able 
to pick up broadcasts from around the country 
and perhaps even from around the world, free¬ 
ing you from the bounds of local reception. 
Radio Satellite is currently talking tq car-radio 
manufacturers about the prospect of building 
and installing these units in new and existing 
ig through the Utah 


serve more utilitarian purposes, such as sum¬ 
moning emergency assistance, alerting you to 
traffic accidents near your present location, or 
providing real-time maps. 

Check out Radio Satellite’s Web site at 
http://www.radiosat.com/radiostar now 
for an opportunity to test-drive the Radio¬ 
star system. (Radio Satellite; 818-790-2152) 
—Ann M. Marcus 


■ Advanced Gravis G 


desert and still having a full spectrum of news, 
sports, music, and talk shows from which to 
choose. The company estimates that a monthly 
subscription to Radiostar will cost around $5 


:o $10. 


The Ultrasound Plug 
ind the UltraSound Rug & 
Ray Pro will be full-duplex ar 


Not only that, but Radio Satellite envisions 
interactive advertising. If an ad for a product or 
service catches your fancy, you’d just press a 
button and order that futon, that vacation, that 
diet plan. Of course, the technology will also 




Listening To CompuServe 


8558; $149 and $199) 


Du 


great, but text-only communication can suck the star power out of even the 
celebrity chats. CompuServe hopes to change all that by incorporating Xing 
into WinCIM 2.0, the latest version of CompuServe’s Windows interface, 
the Internet, Xing's audio compression technique is powerful enough to permit 
CompuServe users to download real-time sound at connections as 
_ _ |_ slow as 9,600bps. With Xing, you can hear the voice of the 

■ I li celebrity, not just read his or her typing. Unfortunately, 

Mac users may have to wait a while to listen in. 

CompuServe is also working with high-tech music pio- 
leer Todd Rundgren and others to incorporate MIDI 
technology into its conferences. If everything works out, you 
could quickly download long-playing MIDI music files to play 
as background music during conferences-and still leave the audio channel free for 
voice transmission. Imagine a conference with, say, Val Kilmer and Nicole Kidman, enhanced by 
a MIDI file of the Batman theme music playing in the background. (CompuServe, 703-752-0282; 
Xing Technology, 805-473-0145) 


ILlUrlrnuh- 

h , 3 i& u -&lln 

I I I ■ B _ as background music during 

I I I voice transmission. Imagine a confere 

III 1 I* 11 1 a MIDI file of the Batman theme musi 

nuni _ Xing Technology, 805-47 -0145) 

nun-nuh-nuh-nuh-nuh... 
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relatively speaking 
-it’s weird 


Enter the Kingdom O’ Magic and you’ll never be the same again. 



the real-time-lip-syncing- 
weird-making-hands- 
shaking-laugh-cracking-fun 
computer game from SCi... 

90 characters, 
105 locations... 
in theory, it’s weird. 
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V^ntertainment 


FAX 

SURVEY 


Please indicate whether you read and/or how useful you found each of 
the following articles from this issue of Electronic Entertainment Circle “All" 
if you read the entire article, “Some" if you read part of the article, and 
“None” if you did not read the article. If you read any part of the article, 
please let us know how useful it was by circling “5" for “very useful” to “1 ” 
for “not at all useful!’ 


City_State_Zip 

Phone number 
E-mail address 

Age Gender 


1) How did you get this copy of Electronic Entertainment! 

□ Subscribed 

□ Purchased at the newsstand 

□ Other_ 


Editor's Page 

Sharp Edge 
Leader Board 
Spotlight 
Edutainment 
The Ref 
Wirehead 


All/Some/None 5 
All/Some/None 5 
All/Some/None 5 
All/Some/None 5 
All/Some/None 5 
All/Some/None 5 
All/Some/None 5 
All/Some/None 5 


Indy Car 2 

Command & Conquer 

Steel Panthers 

Monopoly 

Quirks 

Pitfall 

Magic Carpet II 


FIFA 96 
Gemstone III 
Game Shorts 
CD Console Games 
3-D Starts to Get Real 
Our Multimedia 

S.O.S. 

Finishing Moves 


All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 

All/Some/None 
All/Some/None 
All/Some/None 


2. What is your interactive entertainment system? (circle all that apply) 
PC Mac 3DO Sega CD Sega Saturn 

Sony PlayStation Philips CD-i Other_ 


Multi maniac 
PCs Fight Back 
Holiday Gift Guide 
Online Gaming 


All/Some/None 5 
All/Some/None 5 
All/Some/None 5 
All/Some/None 5 


3. What kind of interactive entertainment do you enjoy? 

(circle all that apply) 

Games Multimedia CD-ROMs Children’s Edutain 

Interactive Music Online Other_ 


Location, Location, 

Location-VR All/Some/None 5 

Guided Tour: Bad Mojo All/Some/None 5 

Game News All/Some/None 5 

Crusader: No Remorse All/Some/None 5 

Frankenstein All/Some/None 5 

Ripper All/Some/None 5 


3 2 

3 2 

3 2 


3 2 


and I Must Scream 
Panic in the Park 
Spycraft/Preview 
Lords of Midnight 
Riddle of Master Liu 
Apache 

EF2000/Preview 


All/Some/None 
All/Some/None 
All/Some/None 
All/Some/None 
All/Some/None 
All/Some/None 
All/Some/None 


5 4 3 2 
5 4 3 2 
5 4 3 2 
5 4 3 2 
5 4 3 2 
5 4 3 2 
5 4 3 2 


Al Unser Jr. 
Arcade Racing 


4. What other computer-entertainment magazines do you read on a 
regular basis? (circle all that apply) 

CD-ROM Today Computer Game Review Computer Gaming World 
Computer Life Multimedia World PC Gamer 


Enter to Win! 

Complete the survey to be entered into a drawing for a free 
game! Return your survey by December 22,1995. 

Mail to: E2 Survey 

P.O.Box 5802 
San Mateo, CA 94402 
E-mail: E2Survey@IFTW.com 

Fax: 415/349-8532 


All/Some/None 


















COMPUTER, 
GIVE ME THE FUTURE. 



I VOICE'HCTIVBTED GUIDE TO THE FUTURE 


\ | Ah 


“A numbingly comprehensive reference work...Grade A!” 
— Entertainment Weekl u 


And the future is STAR TREK™ OMNIPEDIA™ IMouu the entire STAR TREK universe is at 
the command of desktop computer users, with the first-ever voice-activated encyclopedia. 

Access STAR TREK from A-Z! Over 6,000 entries. 1,500 images, illustrations and renderings. 

100 QuickTime™ movies and animations. Features the official federation computer voice of 
Majel Barrett and narrations by Mark Lenard [known for his role as ‘Sarek’, Spock’s father). 

Free update CD-ROM sent to registered users. 

For Windows™, Windows®95, and Macintosh® users! 


“Turn it on and you might as well be wearing 
the skin-tight garb of a star Fleet Officer.” 
— Washington Post 




IT'S COMING AT 
YOU AT 95 MPH. 


THE RIGHT MOVE WILL MAKE YOU 

A RESPECTED WARLORD 


THE WRONG MOVE WILL MAKE YOU A 


The ne 


lie of the most serious ass-kicking martial arts action to 
ever come out of Hong Kong. It's the only high-speed fighting game that immerses you in the authentic look, sound 
and fury of a classic martial arts film. Using lightning fists, whirling kicks and an arsenal of bone-crushing set 
you battle experts in the disciplines of Mongolian Boxing, Wu Shu and Kung Fu. So think carefully. 

And if you screw up, look on the bright side. At least you'll be able to sing better in the shower. 
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Spotlight 


PC MEETS CONSUMER ELECTRONICS 


f c,' z.^ : z 7 ' 





C omputers are becoming more like consumer-electronics 
products. With one-piece units like the new Presario 5528, 
companies such as Compaq Computer hope to accelerate that 
trend by putting the CPU, drives, monitor, microphone, and speak¬ 
ers into a single case. This approach makes a computer more com¬ 
pact and easier to set up, and it helps scale back the spaghetti fac¬ 
tory of wires that complicate the back panels of many PCs. 

Of course, you pay a premium for one-piece convenience. 
Single-piece units cost more and limit expansions and upgrades. 
But if you’d rather spend your time playing Rebel Assault II than 
hacking with your hardware, this Presario may be worth it 
Powered by a far-from-cutting-edge 75MHz Pentium, the $2,000 
5528 includes a quad-speed CD-ROM drive, a 1GB hard drive, 8MB 
of RAM (expandable to a whopping 72MB), a 19.2/14.4Kbps 


data/fax modem, and a 16-bit sound card (wavetable 
synthesis for better sound is optional). The sound card 
drives a pair of small but surprisingly listenable built-in 
speakers with 3-watt amplifiers and Spatializer 3-D 
sound circuitry. (Unfortunately, there’s no hardware vol¬ 
ume control.) 

Everything looks good because the 5528's local- 
bus graphics card uses 1 MB of fast EDO DRAM (ex¬ 
pandable to 2MB). You may have to squint, though, 
because the high-resolution (1,024-by-768 pixels, 
256 colors, 0.28mm dot pitch) 14-inch screen has 
only a meager 11.9 inches of viewable area 
You can’t expand the screen, of course, but the 
5528 does offer a pair of full-size ISA expansion 
sjots. Jhat's about it for expansion options—don't 
even think about more-advanced PCI slots for the 
next Meperation of add-in cards. Face it: This 
machine isn't for power users. 

The 5528 does come with a powerful software 
bundle Y|u get Windows 95 preinstalled, along 
with 1 plenty of multimedia and online 
options, including a few 
^ games (Magic Carpet 
the best one). 
There's no joy¬ 
stick, though. 
On the other 
hand, Compaq’s 
new Gallery in¬ 
terface lets you 
environments from 
.ms: Windows itself, 
for beginners, and 
i themed Launch Pad for kids. A cloyingly commercial multimedia 
intro helps orient new users. 

Apart from its office-beige case, the Compaq Presario 5528 
seems more like a piece of consumer electronics than a computer. 
Even its built-in TrueQ MPEG (Motion Pictures Experts Group) chip 
is designed to support TV-like full-screen, full-motion video-or some¬ 
thing close to it, anyway. Just be sure you set the video correctly, 
because the MPEG functions don’t work with 16-bit color settings. 
And apart from the MPEG titles that come with the Presario, finding 
MPEG discs may not be easy. 

PC purists may not like this machine’s focus on consumer elec¬ 
tronics, but a lot of regular folks will. (Compaq Computer; 800-888- 
5858; $ 1,999) -Fredric Paul 


Rating: * * * 1/2 


I 
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Musical 

Appetizers 


T he first generation of enhanced CDs is likely 
to be remembered not as groundbreaking art' 
or technology, but rather as pleasant calling cards 
for fans of the bands involved. These three recent 
CD+ releases aren't satisfying enough for dinner, for example, but 
they make tasty musical snacks. 

The cranberries (who seem to have been reading e.e. Cum¬ 
mings lately) pop up with a saucy little disc called doors and win¬ 
dows. Five fresh audio tracks (one live, three B-sides, and a neat 
pastiche of the alternative hit “Zombie" from three different 
performances) are 
augmented by inter¬ 
views, road videos, 
footage of the band’s 
Woodstock '94 per¬ 
formance, pictures, 
and lyrics to the 
band's first two 
albums. The interface 
is decent and the 
material easy to 


and-expect to see this on lots of enhanced CDs-a merchandise 
catalog. With this meager list of material, you may linger longest 
over the tour jackets. (Domo Records: 800-864-0123; $ 15.98) 
The most band for the buck comes from Saga, the veteran pro¬ 
gressive pop-metal ensemble from Canada The Saga Softworks 
offers most of the audio from the band’s recent Generation 13 (a 
Pink Floydian rock opera). The i-trax multimedia library adds two live 
videos, generous sound samples from every song on the band's 12 
albums, and art representations of several Generation 13 songs. 
Also, anticipating a trend of links to online sites, there's even a copy 
of the band’s' World Wide Web site. (Bonaire Records; 
http://www.bonaire.com; $ 16.98) -Donald St. John 


find-there’s just not enough of it If you have a CD-i player with the 
Digital Video Cartridge, you can see the multimedia in full-screen. 
Warning: This is a track 1 disc, so be sure to skip to track 2 in your 
audio player. (Island Records/Philips Interactive Media; 800-340- 
7888; $19.98) 

Scanty multimedia also plagues Kitaro’s An Enchanted 
Evening, a complete live album from the Japanese New Age 
artist The i-trax multimedia (completely safe for your CD player) 
consists of bios and discographies, a 3-minute video interview, a 
partial live performance of the percussive “Dance of Sarasvati," 


Platform: Win/Mac CD and CD-i 
Rating: * * * 

Kitaro’s An Enchanted Evening 
Platform: Win/Mac CD 
Rating: * * 1/2 

The Saga Softworks 
Platform: VUin/Mac CD 
Rating: * * * 1/2 


Head of the Class 


Y ou’ve never seen a school quite like Dr. Tomorrow’s ing. Virtual activity rooms are suspended above water and the help 
Cyberspace University. This place of learning arrives on room f loats-ifs a replica of the good doctor’s fully wired houseboat 
a CD-ROM, lives in your Mac or PC, and features a slightly fussy moored off Vancouver Island. Navigation is simple, especially with 
futurist from Canada called-you guessed it—Dr. Tomorrow. the Doctor’s unique brand of smart-aleck humor egging you on. 

In real life, the good doctor is Frank Ogden, a knowledgeable Don't be misled by the cliches on the box, which warn you “not to 
curmudgeon who does lots of writing, lecturing, and general be roadkill on the information highway.” Although Dr. Tomorrow 


pontificating on future technologies and society. 

Matriculating into this university requires you to 
first run a game-like gauntlet of corridors where 
you’ll come to understand many of Dr. Tomorrow’s 
opinions on topics from personal initiative to R&D 
investment in new technologies (he favors both). 

Once admitted, listen to the Doctor’s radio broad¬ 
casts, read his musings, peruse the digital art, or 
watch videos of projects the Doc thinks have fore- 
sight-a la Buckminster Fuller, more efficient hous¬ 
ing designs of the future pop up several times. 

The CD-ROM’s environment is playful, yet challeng- Dr. Tomorrow tells it like it' 



doesn't ignore the online world, 
the Net is not the emphasis of 
this delightful and thought-pro¬ 
voking title; understanding what 
technology has in store for us 
is. (Brentwood Interactive; 800- 
782-8892; http://www.nas.com/ 
brentwood; $29.95) 

-Donald St. John 


Platform: VI 
Rating: * + 1/2 
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Spotlight 


Wall of 
Anguish 


I t’s just a simple wall of black gran¬ 
ite. But to an entire generation of 
Americans, The Vietnam War 
Memorial calls forth an incredibly powerful mix of conflicting emo¬ 
tions: grief, sadness, bitterness, relief, anger, and even an odd nos¬ 
talgia Some 2.5 million people visit the Wall each year. 

Beyond The Wall, a new CD-ROM produced by Magnet 
Interactive Studios in nearby Georgetown, documents the monu¬ 
ment and briefly outlines 
the war. Narrated by 
Adrian Cronauer (the 
Armed Forces Radio DJ 
portrayed by Robin Willi¬ 
ams in the film Good 
Morning, Vietnam), the 
title weaves together a 
wide variety of multimedia 
materials, including histori¬ 
cal video and audio clips, 
Access to the wall Is available via a letters, photos, documents, 
bird’s-eye view. newspaper articles, songs, 

memorabilia, personal his¬ 
tories, 3-D animations, and a searchable database of all the 58,196 
casualties whose names are inscribed on the Wall. 

You’ll hear comments from Wall designer Maya Lin and glimpse 


some of the other 1,420 
entries in the competition 
for the memorial's design. 
There's even a section on 
the controversial new Viet¬ 
nam Women's Memorial 
erected near the Wall, which 
includes stories and memories of women who served “in country.” 

The various elements work together to bring home the over¬ 
whelming sense of 
loss that surrounds the 
Vietnam War and its 
monument. But by 
remaining resolutely 
apolitical and skirting 
the intense controver- 


, the disc 
underplays the raw 
anger that still rages in 
many people. The fl,most 1,500 designs were reviewed 
, r r , before Maya Un’s Wall was chosen, 

sober, measured ap- 

proach and high production values lend a museum quality to the 
disc, seeming to close a chapter of history that’s still very much 
open for millions of Americans. (20th Century Fox Home 
Entertainment; 800-996-0017; $49.98) -Fredric Paul 


Platform: Win CD, Mac CD 
Rating: * + + 1/2 
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Spotlight 


A Record- 
Breaking Disc 




W Jt Jfhat is the most powerful car in 
W W the world? Who holds the record 
for the most touchdown passes? Who 
had the longest fingernails in recorded 
history? 

For the answers to these and thou¬ 
sands of other arcane questions, check 
out Grolier’s 1995 Guinness Disc of 
Records, the update to the 1994 disc. The 
new version features approximately 
15,000 entries, more than 1,000 photos, 
and a bevy of animation, sound, and video 
clips-from the mundane to the truly 
unusual. The Random Record Explorer 
lets you access entries alphabetically, by 
date, or randomly in slide-show fashion. 

Of particular delight is the new Monty 
Python-esque opening movie sequence, 
while the new Guess What? trivia game 
tests your knowledge of the biggest, best, 
most, longest, and other superlative 
record-breakers. 



The biggest, the smallest, the longest, the 
shortest—Guinness has it all. 

Sadly missing this year, though, is the 
paperback version of the book that was 
packed with the 1994 electronic edition. 
Even without the book, though, the 1995 
Guinness Disc of Records is a must 
for any trivia buff. (Grolier Electronic 
Publishing; 800-285-4534; $49.95) 

-John Sauer 


Platform: Win CD, Mac CD 
Rating: * * * * 
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In the 
Kitchen 




thing to having the famous come- Go<Ml ,0 ° 
dian/gastronome crowding you in your own 
kitchen. The two-disc set, peppered with 
DeLuise's infectious sense of humor, offers 
is for plenty of healthy and delicious 
dishes. One disc addresses meats, fish, 
poultry, and pasta; the other covers vegeta¬ 
bles, salads, desserts, and breads. 

The energetic and enthusiastic DeLuise 
helps you create shopping lists, organize 
s, and make cooking easier. He 
suggest tools to track cooking time, double 
or triple your recipes, and convert measure¬ 
ments. There is more than an hour of video 
id audio cups—many with DeLuise laugh¬ 


tS - A 
c 9' 

thatmakes it wthwl 


ing uproariously at his own computer jokes. 
The recipes are amazingly easy to fix and are 
light on saturated fats. 

Although the disc g 
recipes, it is DeLuise thatmakes itifthwhile. 
ded icated andjffl 

and pr^tiil^ Arid don't. JhjBflfcprfearfH when he 
lets out a spirited burp I I MBa ri knows he 
to have fun. For an 
Sharp Edge, page 14. ('A 
800-424Hf * 

Platform: Win CD 
Rating: * * * * 


Microsoft Launches 
A Sidewinder 

M icrosoft has targeted the joystick market with a Side- 
Winder, and game controllers may never be the same. 

Unlike most joysticks, the Sidewinder 3-D Pro tracks 
stick movement without potentiometers (variable-resis¬ 
tance dials similar to those on a standard volume con¬ 
trol). Potentiometers can get dirty, wear out, and react 
to temperature changes. Instead, the Sidewinder 
3-D Pro uses more reliable light-emitting 
diodes (LEDs) and tracking cameras. 

The technological innovations don’t end 
there. This digital stick complies with Microsoft’s 
digital “direct input" standard for Windows 95 controllers, 
helping it respond faster and use fewer CPU resources than its analog counterparts- 
while still connecting to a standard joystick port 

This well-made controller has all the standard bells and whistles, too. In addition to the 
eight fire buttons and throttle, the Sidewinder 3-D Pro also sports a three-way hat switch. 
The buttons click crisply and feel like they’ll take plenty of abuse. The slick stick also lets 
you twist the grip to control rotation. For example, in MechWarrior 2, the rotation control 
operates “turret twist” letting you play without having to reach for the keyboard as often. | 
The stick itself moves smoothly, although it may not provide stiff enough resistance for S 
some die-hard flight-simmers and may actually be too responsive in digital mode. | 
Don’t have Windows 95 yet? Don’t worry, the Sidewinder 3-D Pro emulates analog | 
joysticks, including CH Products’ Flightstick Pro and the ThrustMaster Flight Control | 
System. Best of all, this cutting-edge controller will cost you less than $60. Check it out. § 
(Microsoft; 800-426-9400; $59.95, $79.95 with MechWarrior 2) -Christopher Lindquist I 

Platform: PC 



Rating: * * * * 1/2 























CONGO: THE 

begins where the tflovie left off 
Get ready for this heart-stopping jungle adventure . . 
head-long into the heart of the African Congo. On this all-new exped 
lion, you'll battle mutant adversaries with your high-tech weapons and 
solve mlndrbending puzzles as you search for diamonds hidden deep 
within the Lost City of Zinj. An experience so real,-,you'll be lost in 
the jungle former! 

‘ * : Fifst-person action-, 

, 'adventure experience. 

Dazzling sp^- 
I effects and- 






cinematic 3D N .. . 

. graphics-; . . ' T ‘ ?' " -■ * . i 

High'-action Immerse yourself in stunnin, 
- -sequences and 
ajnultitude of" 

O adversaries. 

t Imrfierse your- • 

.... i over 100puzzles 
and 100 locations. 


Also Coming November'95 
on Videocassette 
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Type it into Street Atlas, 
then pop in one of 
the three Phone Search 
USA discs for a list 
of possible names and 

name to find it in Street 
Atlas. Street Atlas costs 
a bit more, but it's worth 
it. (DeLorme Mapping; 
800-452-5931; street 
price $79) 

The two-disc Automap 
set is our second choice, 
but it lacks maps for Alaska! (Microsoft; 800-426-9400; $69.95) 
Finally, the budget-priced Compton’s brings up the rear because 
it can’t automatically pinpoint a specific street address. (Compton’s 
NewMedia; 800-261-6109; $29.95) -Christine Grech 


DeLorme Street Atlas USA 3.0 
Platform: Win/Win 95 CD Rating: * * * * 


Microsoft Automap Streets 4.0 
Platform: Win CD Rating: * * * 


Compton’s Complete Street Guide 
Platform: Win CD Rating:* * 1/2 


Street Smart 


■^beal men don’t ask directions, right? 

■ ^Well, now you won't have to, no 
matter where you're headed. Three new 
street-map titles put every map for every 
U.S. city just a click away. 

DeLorme Mapping’s Street Atlas 
USA 3.0, Microsoft Automap 
Streets 4.0 and Compton’s Com¬ 
plete Street Guide all basically do the same thing: Help you pin¬ 
point your destination, customize the relevant maps (to plan your 
route, for example), and then print them out to take with you. 

But Street Atlas USA has the clearest maps and the most flexi¬ 
ble approach to searching out your destination. All three let you 
search by city, street, and zip code, but only Street Atlas and the 
Street Guide let you find an exact address. And Street Atlas alone 
lets you search by phone number or area code. It even has a nifty 
feature that lets you type in a partial address or city, then tells you 
the zip code or area code. 

You can also use Street Atlas with DeLorme's Phone 
Search USA, a three-disc database of phone numbers ($79). 
Need to locate someone, but know only their name and city? 



Mountain Highs 


C resting a monster mountain peak may be the fantasy of many a weekend warrior, but 
most don’t understand the real ups and downs of serious climbing. Media Mosaic’s Rock 
Climbing (based on Mountaineering: The Freedom Of The Hills from the Seattle Mountaineers 
group) and Peak Media’s Mount Everest, Quest for the Summit of Dreams: Volume 1, 
The North Side give f latlanders a look at the blood and guts of tackling the biggest bumps. 
Like Media Mosaic’s Mountain Biking CD-ROM, Rock Climbing uses an earthy yet sophis- 


ar. The Virtual Mountain lets you practice techniques in Rock Climbing, 
various techniques on a variety of terrain. 

Media Mosaic’s title is an elegant and easy-to-use resource for climbing novices 
and enthusiasts. While it delivers a lot of specific information effectively, it falls short 
in connecting the information together. (Media Mosaic; 800-972-3766; $49.95) 

If you’d rather watch pros, Mount Everest Quest For The Summit Of Dreams: 
Volume 1, The North Side covers the drama of eight international expeditions 
that crested Mount Everest with diagrams, photos, and animations. The timelines 
of each team’s struggle to the top are brought to life with photos, videos, and dra¬ 
matic radio transmissions. Don’t miss this enlightening and entertaining trip up 
the world’s highest mountain. (Peak Media; 800-453-5322; $59.95) -Bill Meyer 


Rock Climbing 

Platform: Win CD Rating:* * * 1/2 
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"The 3D environments are simply breathtaking... 
the worlds are like nothing seen before in 
computer games."-coputeiiiayir % 




"This game is best described as a hybrid 
of Magic Carpet and Descent - a 
combination that will delight the vast 
majority of PC gamers." -nb M sAi 

"Terminal Velocity is as good a shooter 
as you can find at the arcade.lt is thej j e xt 
generation of games..." 

" Actually seeing TerminlWdBgJS 
moving is the only way to’expjSS^fl 
splendor...and this realism gijpratrueser 
of power. It's impossible to overctate how^mud 
fun this is!" -pcgsmi 




FEATURES 

Super-fast texture mapped 30 flight with full 360 
degree movement, 

9 totally unique planets, with 3 levels per planet, ar 
doiens of tunnels to explore! 

devastating power-ups. 


(omm-Bat". Plus, play 8 player network and two 
player modem games, in special (omm-bat levels, 
which are specifically designed for fun multiplayer games. 
DWANGO” support too! 

SVGA support (640 x A80 resolution). This is a Pentium” 
recommended mode. 

fully digital music and sound effects (up to U KHz 
-real (0 quality!). 

10 Mb of 30 rendered, full-motion, eye-candy cinematics. 
RemoteRidicule" allows players to send digitized voice 
messages to other players during multiplayer games. 


itructioi 


Now available in stores from FormGen. 
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Sickening 

Screen 

Savers 


Flush your • 


safety. 


Spotlight 

LIGHTS! CAMERA! ACTION! 

Keep the 
Best, Cut 
The Rest 

M Jt^hy torture your friends with 
Oe W tedious home videos? Edit them 
into short, snappy scenes with Gold Disk's 
VideoDirector Home. 

Use VideoDirector’s Smart Cable to 
connect your camcorder and VCR to your 
PC’s serial port. Then use the infrared 
remote to run the VCR and camcorder (or 



use the cable's more-accurate Sony-stan¬ 
dard LANC connector, supported by most 


As the camcorder plays your raw 
footage, you view the video on your TV, 
using VideoDirector to mark the begin¬ 
ning and ending points of the choice clips 
and to name each one. Then you arrange 
the scenes by dragging their titles around 
in VideoDirector’s Script window. Click 
“Make Tape” and VideoDirector goes to 
work, telling your camcorder to shuttle the 
tape back and forth while your VCR does 
the re-recording. Voila! You have an edit¬ 
ed video masterpiece. 

With a street price of only $50, every¬ 
one with a home computer and a cam¬ 
corder should try out VideoDirector 
Home. (Gold Disk; 800-982-9888; street 
price $49) -Paul Worthington 


Platform: Windows 
Rating: * * * * 
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T ake a walk on the weird side—if you 
dare-with a pair of sopho- 
moric, wacky new screen 


gross out anyone near 
your computer with 

the Slugs of Oregon 

PSG-HomeCraft. You 


a truly disgusting 
collection of 15 still (or 
reallllllly sloooow-moving) 
images, including banana 
slugs in Rice Krispies, slugs 
d eggs, and even a slug crawling 
across a toothbrush (gulp). 

Slugs of Oregon will also stream custom 
or pre-fab messages across the screen. 
And it even lets visitors type in messages to 
you while you’re away from your computer— . 
t is, if they’re willing to touch your key- ' 
rrd. (PSG Homecraft Software; 800- “sj 
207-7735; $39.95) J 

If slugs are not your style, Berkeley Jg 
Systems (of flying-toaster fame) has sunk 0 
a new low. The Totally Twisted 


After Dark Screen Saver, first pre¬ 
viewed in Sharp Edge back in 
April (page 10), offers 13 
fully animated and truly 
disgusting modules. In 
addition to flying toilets, 
you can go on a Mime 
Hunt; take a dip in 
the Toxic Swamp, or 
risk nausea watching a 
bunch of strange crea¬ 
tures “shout groceries" and 
then happily lap it up Of 
course, adding kittens to the 
lawnmower module in previous After 
Dark packages takes the gross-out prize 
You've been warned. (Berkeley Systems; 
800-344-5541; about $30 )-Suzanne Frear 


Slugs of Oregon 
Platform: Win, Win 95 
? Rating: * * 1/2 


i Totally Twisted 

















THEY RAN THE TWO LARGEST 
SPY AGENCIES IN THE WORLD. 



GPYCRAFT 

the: cs r e at game 


COMING IN FR □ M THE CDLD THIS WINTER 

*#> g „ u ^s2su.:s?iv".::a p jVa- AcliVisioH. 


irk of Activision, Inc. C 
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C lassical music doesn’t 
change much. No one real¬ 
ly wants it to. But Intersound is 
changing the way classical music 
is delivered. The first in a set of 
upcoming enhanced classical CD 
releases, A Musical Odyssey, 
lets you learn about the Baroque, 

Classical, Romantic, and Modern 
periods while you listen to the 
music of those times. 

The disc's Coming To Terms ,he bouncin S b 
section has loads of biographical info on the musicians them- 
selves-Bach, Beethoven, Mozart, Chopin, Ravel and others-infor- 
mation on various musical styles and instruments, and a look at the 
historical context in which each artist composed his work. Keeping 
Score lets you follow the music as it plays, note by note, either on- 


Learn about the lives and times of the musicians who 
wrote the classics. 

screen or with a printout This feature one-ups the 
Laserlight series of classical CD-ROMs (see September 
1995, page 30), which features scoring but lacks the 
follow-along capability. 

Each disc uses 4MB of hard-disk space, a problem you 
wont have with the lean Laserlight discs. And with all that 
space, Intersound’s enhancements dont add much zip, making the 
experience scarcely more engaging than an elementaty-school 
music class. (Intersound; 800-945-3059; $1 29&)-Donald St John 

Platform: Win/Mac CD Rating: * + 1/2 


| Not Quite a Classic [ 


Brrrr! 

I t drives my wife crazy, but the weather report is my 
favorite part of the news. I immediately flip to that big 
color map on the back page of USA Today. And when I flip 
on The Weather Channel, I'm transfixed for hours. 

Now, even my computer isn’t safe. Everything Weather- 
created by The Weather Channel for the Bureau of Electronic 
Publishing-mixes meteorological minutia with 250 weather-dis¬ 
aster photos and 40 video dips. The accessible interface offers 
national and global weather data, interactive weather maps, a 



weather-oriented planner 
with daily facts and monthly 
photos, a search feature, a 
480-word glossary, even a 
cloud-type guessing game 
The photos and videos 
on tornadoes, hurricanes, 
storms, and blizzards are 
cool. You also get instructive 


Like a hurricane. cane trackers, tornado view¬ 

ers, and lightning timers. For weather updates, use your modem 
to dial up forecasts for 200 US. cities (at 75 cents a pop). 

More humor and enthusiasm might have been nice. As for 
my wife, she’d rather watch paint dry. (Bureau of Electronic 
Publishing; 201 -808-2700; street price, $55) -Fredric Paul 


Platform: Win CD (Mac CD due first quarter of 1996) 
Rating: * * * * 
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Spotlight 


o substitute for mother nature sights as Gates of the Arctic 01 
Rainbow Bridge. 


Natural High 


Unfortunately, the visuals are 
mostly mediocre and supplemented with 
only minimal audio orvideo clips. No substi- 

D ying to get back to nature but can’t tute for the real thing, but at least you get 
tear yourself away from your comput- ideas for your vacation. (Chestnut New¬ 
er? Indulge yourself in Chestnut NewMedia’s Media; 800-494-2268; $9.99) 



Tour of USA National Parks. Although 
it's short on eye-pleasing visuals, this ii 
pensive Windows CD-ROM is jam-packed 


If it’s specifically the Grand Canyon you’re 
interested in, check out The Coriolis Group's 
Canyon. Of course, 


the information you need to plan a real- the majesty of the Grand Canyon loses a 


world trip to the great outdoors. 

Take an armchair tour of each park o 


of its impact on a 14-inch computer sc 
but Coriolis has made a valiant attempt at let- 


skip to the terrific summary view, which ting you enjoy a visit to the Big Ditch from the 


compiles information on park locations, t 
tory, recreational activities, and reservation 


comfort of your own home, at your ov 
Developed by Phoenix’s Media Terra, the 


phone numbers. The disc includes the well- disc ties together more than 3,000 photos 
known national and a couple of hours of professional narra- 

parks like Yose- tion with an uninspiring soundtrack and a 

mite and Mount bizarre time-lapse-video rafting trip down the 
Rainier, but it’s Colorado River. There are interesting topo¬ 
graphical maps, as well as a three-dimen¬ 
sional Virtual Landscape you can traverse. 
The perspective changes slowly and choppi- 
ly, however (especially on a slower comput¬ 
er). Explore the many side canyons for fasci- 



Explore the Grand Canyon with photos, maps, and 
a 3-D fly-through In Coriolis’s fascinating title. 


nating photos, explanatory text, or video hot 
spots. Because the title requires Super VGA 
video resolution with 32,000 or more colors, 
a Pentium and 16MB of RAM are recom¬ 
mended. If you have Internet access, the 
built-in NetSeeker application lets you down¬ 
load new information and software. 

The title makes the mile-deep hole in the 
ground seem like an interesting place to visit 
but does little to communicate its awesome 
grandeur. (The Coriolis Group; 800-410- 
0192; $49.99 )-Sue Kim and Fredric Paul 


National Parks 
Platform: Win CD 
Rating: * * 1/2 

Grand Canyon 
Platform: Win CD 
Rating: * * * 


Water Worlds 


Mi&Mhat has one foot no head, and rarely comes unhinged? Cities Under the Sea: Coral Reefs. This Enteractive disc 
taJ ■ 1 To find out check out Microsoft Oceans and plunge lets you explore seven international coral reef communities from 
















"Witchaven is a ground-breaking 3D Fantasy Action/Adventure..." 





Dimension 3 


cneDievAL aci 
AO veNTURG r 
ROLe-pLAYll 
eLeooewT! 


CAPTURE Tt?e pLACJ! 

Network play for up to 16 and 
head-to-head Modem play! 


-pounding gameplayi 
ing SVGA graphics an 






Multimedia Reviews 





Spotlight 


From Soul to 
Psychedelia 

S ome people say the '60s are back, period classics. The 
but when you live in San Francisco, rock songs range 
ujfe like they never left. And that's 
jgjwy it feels when you pop in Rock 
Expedition: The 1960s and Soul 
■Expedition: The 1960s, a pair of 
new enhanced CDs that chronicle 
the'music of that tumultuous era. 

Held up for almost a year by 
technical and legal issues (we first 
previewed them in Sharp Edge, 

October 1994, page 10), the titles 
are a strange amalgam of busi¬ 
ness, art, and technology. DeveF 
oped by San Francisco-based 
Jouissance Productions and 
finally released by Compton’s NewMedia, 
the projects relied on material from Rhino 
Records, and they clearly demonstrate the 
potential for success and failure in musical 
multimedia. 

Oddly, each title ships with a pair of 
discs. The first is a hybrid disc that plays in 
your CD player, your Mac, and most 
Windows machines. In case your CD-ROM 
drive won’t work with the mixed-mode 
i-trax-encoded CD, the second disc con¬ 
tains an alternate copy of the Windows 


The great Otis Redding died at 26, but lives on 
via CD-ROM. 

from Sonny and Cher’s syrupy “I Got You 
Babe” to the bombastic “In-A-Gadda-Da- 
Vida” from Iron Butterfly. On the soul side,- 
tunes range from Wilson Pickett’s “In The 
^Midnight Hour" to Otis Redding’s classic 
“(Siftin' On) The Dock Of The Bay." 

When you play the discs on your com¬ 
puter, you’ll also get clever graphics; videos, 
song backgrounds, interviews, biographies, 
and discographies of a number of artists;, 


your stereo. 

Both discs give 
you full audio ver¬ 
sions of; 10 or 11 


Rock Expedition: 
The 1960s 
Platform: Audio/Win/Mac CO 
Rating: * * * 1/2 


Rating: * * * * 


and fascinating trivia (did you know that the 
Turtles played the White House at Tricia 
Nixon's wedding party?), Unfortunately, the 
discussions aren’t very deep, and the music 
stops when you check out the multimedia. 

Ultimately, the Soul;' disc outshines its 
Rock counterpart, primarily because of 
’■song,selection: The Rock disc contains 
Imostly lightweight pop hits, while the Soul 
performances seem timelels;and still pow¬ 
erful, (Compton's NewMedia; 800-284- 
2045; $29.95 ; each) -Fredric Paul 


A Solution In Search of a Problem 


■J^ecoton’s WC 430 wireless com- 
mLputer speakers sound like a good 
idea-the freedom to place your speak¬ 
ers anywhere you want 

You simply attach the flying-saucer¬ 
shaped 900MHz radio transmitter to your 
sound card, plug in the two 20-watt 
speakers, and then twiddle a few knobs 
on the front of each speaker to adjust the 
reception. If there’s no electrical outlet 
nearby, they’ll even run on batteries. 

Unfortunately, no matter how you 
adjust them, the speakers often seem to 
suffer a bit of static and buzzing. More 
importantly, wireless speakers don’t 


make much sense for multimedia use. 
Computer speakers generally go on both 



Ho tripping over wires here. 


sides of the monitor-wires simply aren’t 
a problem. 

Unless you really need to separate 
your speakers from your computer and 
can afford the $250 price tag, you’re bet¬ 
ter off sticking to standard speakers. But 
Recoton also makes a set of decent 
wireless headphones (often bundled 
with the speakers) that could come in 
handy for gamers with a light-sleeping 
spouse or sensitive neighbors. (Recoton; 
800-742-3438; $249.95) -Fredric Paul 

Platform: PC/Mac 
Rating: * * 
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On Asteroid IF-i, you are their final hope. 

Your only weapons: ICE £ FIRE. Search the complex 
web of icy mazes for clues...unlock the mystery 
that lies within...and blast this planet back to life! 
Developed in Moscow by the creators of "Tetris®” 

ICE S FIRE is a real-time journey that’s more than hot. More 
than cool. It’s the next logical step in 3D action adventure! 


me full 
9 r *phics 


httP://www.^|itft^rtetiv#.cOm hftP://www.^^^.cOm 
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I found something a lot more 
dangerous than cocaine. 
Nintendo. —Robin Williams 




Spotlight 

FUNNY ONCE 


Digital Rim Shot 

W ay back in January (Sharp Edge, page 10), we previewed 
Comedians, the interactive comedy club from Magnet 
Interactive. Now that it’s finally available (via Twentieth Century Fox 
Home Entertainment), we can't help but heckle. 

Yes, the title’s 3-D interface is lovely: It's done up like the interi¬ 
or of an upscale club in Anytown, U.SA And Comedians features 
the work of a baker’s dozen of comedy’s modern-day greats: Billy 
Crystal, Whoopi Goldberg, Bob Hope, Alan King, Sam Kinison, 
Robert Klein, Richard Lewis, Steve Martin, Jackie Mason, Joan 
Rivers, Lily Tomlin, Robin Williams, and Steven Wright But navi¬ 
gating to the various hot spots is excruciatingly slow-and with 
comedy, timing is everything. 

Don’t get me wrong. Arthur Grace's acclaimed black-and-white 
photos are breathtaking. There are lots of cute gadgets-from the 
Mickey Mouse glove-like cursor (which wags a finger at you when 
you try to revisit certain hot spots) to the condom machine/video 
viewer in the club’s bathroom. 



And the dips-launchable 1 R f oW "'Wimams andI Billy Crystal yuk 

, „ A. , . It up backstage in Comedians. 

from all over the club-are 

entertaining. A few are downright hilarious-the first time you see 
them. OK, maybe even the second time. But as you wander from 
room to rendered room, you encounter the same clips over and 
over and over. After a while, you start to hate these people. And 
even with the repetition, i got through all 13 comedians' full reper¬ 
toires in just a couple of hours. Do yourself a favor and spend the 
time and money at a real comedy club. (Magnet Interactive; 800- 
625-7171; $44.98) -Ann M. Marcus 


Platform: Win CD, Mac CD 
Rating: * * 1/2 
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Spotlight 


Great 

Aspirations 


A cer is out to blend modem tech¬ 
nology with modem design. We 
previewed the slepk, colorful Aspire 
models last month (see Sharp Edge, 

November, page 13). 

But when our charcoal-colored 
Aspire minitower arrived (it comes in a 
dusty teal they call “emerald," too), we 
uncovered some ugly truths behind the 
unit's pretty face. 

A rattle coming from inside the unit prompted us to remove the 
cover. We were disappointed with the flimsy feel of the machine’s 
front-panel hinges, and the cover-release handle emitted a brittle 
crack when pulled. Once inside, we found the source of the rattle: 
A plastic clip used to hold full-length expansion cards in place had 
itself become detached from the chassis. We snapped it back, then 
attempted to replace the cover—it took a finger-pinching 25 min¬ 
utes with precious little help from the manual. We couldn’t give up, 
though, because with the case ajar, the CD-ROM drive button 
wouldn’t push in far enough to activate the drive. In its defense, 
Acer plans to update the manual to cover the tricky sleight-of- 
hand method for closing the case, and the company is investigat¬ 
ing a heavier-gauge plastic for the Aspire minitower's case. 

Cosmetic flaws aside, the system performed well in our gaming 
and multimedia tests. The unit we evaluated is a fast Pentium 100 
with a hefty 16MB of RAM (8MB is standard), a roomy 1GB hard 
drive, a fast 28.8Kbps modem, and a snappy quad-speed CD-ROM 
drive. The matching 15-inch monitor features built-in speakers, a 


microphone, and front-panel controls for volume and picture adjust¬ 
ment The keyboard even features a removable wrist rest (in a clash¬ 
ing purple). 

The software bundle includes Windows 95 as well as nearly 50 
other titles, which lean toward games and reference packages for 
the younger set: Viacom NewMedia’s Are You Afraid of the Dark? 
Epic Megagames’ Epic Pinball, the shareware version of Interplay’s 
Descent. 

Our test unit retails for about $2,300, including monitor, but Aspire 
systems are available in configurations from a $1,300 486DX/100 
to a $2,800 Pentium 133 (not including monitors). All are covered by 
a three-year warranty (including a year of on-site sen/ice). As noted 
in our “Holiday Gift Guide* (page 81), the desktop version of the 
Aspire does not suffer from the minitower’s material weaknesses. 
(Acer America; 800-368-2237; $2,300) -Ann M. Marcus 

Platform: PC 

1= ■¥ ■¥ 1/2 


More RAM, 
Less Effort 


•i 

• 

SoftRAM95 

1 lii yy SMlTl;: 

4Sr 


S ick of closing a bunch of applica¬ 
tions in Windows just to be able 
to load up another application? Want to 
play titles that require more RAM than 
you have, but can’t afford to add more 
hardware .memory? SoftRAM 95 may 
have an answer. 

SoftRAM 95 is a software-based “RAM 
doubler” that compresses your system’s 
dware memory, making space for 
re and larger applications. The best 
t is that SoftRAM 95 costs less than 
10, whereas an 8MB SIMM will run 
i $300 or more. 

'oo good to be true? Possibly. For 
rters, SoftRAM 95 works only with 
dows, so yOur DOS games won’t 


benefit a bit. And if you turn up the com¬ 
pression to the max, you’ll get more 
memory but your system may slow to 
a crawl. 

That means SoftRAM 95 may be an 
appropriate interim fix for people who 
only occasionally need extra memory, 
or for gamers stuck with 4MB of RAM 
and not enough dough to upgrade. 
But if you’re looking for the best per¬ 
formance, you still need to pony up 


Platform: Windows, Windows 95 

Rating: 
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You are the prosecutor on a shocking murder case. 

Some artists die for their art. James Tobin killed... 
Broderbund or did he? As San Francisco’s D.A., you must prove he 
did, in what has become the most sensational murder case to hit the Bay Area 
in years. Every reluctant witness and shred of evidence is required to paint a 
homicidal portrait as chilling and surreal as one of Tobin's own paintings. 
Call your first witness, Counselor. Can you prove murder... In The 1st Degree?™ 

Available for Windows® and Macintosh® on CD-ROM at your local retailer. 
Or call Brdderbund Software-Direct at 1-800-521-6263. Refer to code 713. 








For Parents Only 
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Kiddie Keyboards 
And Mini Mice 


F or kids, the holidays mean presents, family, and fun-but for 
parents it means often staying up all night assembling toy 
I trains, bikes, and doll houses. Well, times have changed-your kids 
probably e-mailed their wish lists this year—so you may want to 
consider a special high-tech computer toy. These key¬ 
boards, mice, and set-top systems are designed espe- ( ’ 
dally for little hands and developing minds. ,, 

For toddlers, there’s the Comfy Activity Center. ' 

This keyboard plugs into your computer’s printer port 
and features color and music keys, a telephone, and a 
roller. The device works only with software specially 
designed for it Little ones press on the buttons to develop recogni¬ 
tion skills, such as colors, shapes, animals, and musical instruments. 
Although there is plenty to do, the animation is sparse and flat 
The Activity Center comes bundled with two programs. We 
couldn't get the DOS-only titles to work with Windows 95, but the 
company says the Windows 95 versions will be available by the 
New Year. (Comfy Interactive; 800-992-6639; $99; software, 
$19-29 each) 

Like the Comfy Activity Center, VTech's SoundLearning Key¬ 
board also plugs into the parallel port, but it has a built-in 8-bit sound 
card and speakers. Dubbed a “talking keyboard,” the device has special 
dure buttons, as well as alphabet keys. For 
ges 3 to 6, the Keyboard comes with one 
flopp^based software tittle, which lets kids 
wander around different environments 
where they practice various skills. As 
with the Comfy, the graphics aren’t very 
sophisticated. 

Unfortunately, we had difficuhy getting 
the Keyboard running, spending hours on 
the phone to tech support and trying the device 
in three different computers. It finally worked on 
an antiquated 486 without Windows 95. (VTech; 

ENTERTAINMENT 


smaller scale, Microsoft’s EasyBall plugs into your PC's 
serial port About the size of a Nerf ball, this mouse substitute comes 
software that lets kids pick a fun cursor. EasyBall is sold sepa¬ 
rately for $14.95 or bundled with Microsoft Explorapedia: The World 
of Nature for $54.95. (Microsoft; 800-426-9400) 

Alternately, check out Sima's line of PC Pals. Scaled down to fit 
a child's hand, this line includes an EasyRoller trackball ($34.95) 
and an EasyGrip handheld mouse ($22.95), both in bright yellow. 
(Sima; 800-345-7462) 

And if you don’t want the kids using your computer, 
consider getting them one of their own. Sega’s Pico 
for ages 3 to 7 turns your TV set into a high-tech activ¬ 
ity center. A story unfolds on the TV screen with each * 
turn of the Storyware page. One title comes bundled 5 
with Pico, while other Storyware titles are available for | 
40 each. (Sega; 415-802-3659; street price, $ 140) | 
Finally, remember that some things never s 
change. Like their low-tech forebears, these com- | 
puter toys should be labeled: “Some assembly-and § 
troubleshooting-required." -Suzanne Frear I 

Comfy Activity Center 
Platform: DOS 

i: * * M 


VTech SoundLearning Keyboard 
Platform: DOS 
Rating: * * 1/2 


EasyBall 


Sima’s PC Pals 
Platform: PC 


Rating * * * 1/2 

Sega’s Pico 
Platform: Color TV 
Rating: -ft 1/2 



Riveting arcade action! 



More multimedia fun from Corel: 



nterthe Corel $3,000,000 Worid Design Contest 



1-800-554-1635 


$24 9r 


£corel* 

http://www.corel.com 
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Funky Town 


C iop Suey, a deliciously hip 
nteractive storybook from 
Magnet Interactive, is determined to 
itch the imagination of its audience- 
girls ages 7 and up. 

Here’s the set-up: After a magical 
lunch at the Ping Ping Palace chop 
suey shop, Lily and June Bugg find their 
home of Cortland, Ohio, a very different 
place. A wonderfully fractured day¬ 
dream weaves together various threads ™ s is 1,0 ordinary firefly, 
of their lives-with scenes of their Aunt 
Vera and friend Ned, beat poety, guitar improvs, and toothy flowers. 

Through the eyes of the Buggs, kids tour downtown Cortland- 
a whimsical map is chock-full of goofy places. As they explore the 
town, kids happen upon such unusual sights as a witch boiling a 
hapless boy in her cauldron. Other outlandish yet curiously human 
characters include Dooner, the Bugg sisters' jammin’ cousin; 
Mudpup the dog; and Madame Mystery. 


t stream-of-cgnsciof®, 
by writer David Sedaris, 
Radio regular. Original 
the most unusual 
table full of war¬ 
ning cupcakes. The 

, _ ... vibrant and stylish. 

And did I mention Chop Sue/s games, which 
will have kids returning again and again? 
Chop Suey was created specifically for young girls-butthe 
disc's intelligent story and unirme'/fellyeiy give it a broader 
appeal. (Twentieth Century Fox Home Entertainment; 800-996- 
0011; $34.98) -Joyb.Ma 


i: Mac CD, Win CD 

* * * * 
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“A Challenging Video Puzzle Game 
That’s Sure To Get Under Your Skin!” 



family entertainment - anyone 
can play 

challenging puzzles and mazes 
require creative solutions 
exciting music and special 
effects add to the enjoyment 
of the game 
colorful characters and 
excellent graphics add to 
the fun 

50 levels present hours of 
enjoyable play 

skip levels without finishing if 
you're stuck 

special weapon melts the 
Mites and gets them out of 
your way 



Mimi is a challenging video puzzle game for the whole family! 

Guide Mimi through 50 levels, each one more exciting and challenging than the last, and 
help Mimi get to her goal! There are special objects to help Mimi travel through levels and 
platforms that quickly move her from one place on the screen to another. Mimi must avoid 
touching the Mites. She can either stomp them, shoot them with her special weapon, splat 
them or freeze them to move past them. 

These little blue guys can be pretty hard to get around, but every puzzle in Mimi & The Mites 
has a solution...and it's up to you to find it! 

Mimi & The Mites will get under your skin! 









For Parents Only 
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Quiet On the Set 


E ver wonder how Ingmar Bergman or Alfred Hitchcock got 
started? Well, your kids may begin their own directorial 
careers with Microsoft's 3D Movie Maker. This captivating 
Windows 95 title lets kids ages 8 and up try their hand at making 
a movie, but it’s sophisticated enough for adults to enjoy too. 

McZee, the wacky guide from Creative Writer and Fine Artist, 
takes aspiring directors to the Projects Room where they learn the 
basics of movie making. Next, it’s off to the Studio. Here kids 
choose from a cast of more than 30 animated actors and place 
them in a dozen different, visually intriguing rendered sets-each 
with nine camera angles. Next they assign the actors any of 20 
actions-talking, running, karate-kicking, etc.-and record character 
motion by dragging each actor through the scene. The program 
automatically takes care of perspective to create three-dimension¬ 
al scenes. For example, actors get smaller as they move away and 
larger as they come forward. 

Finally, kids put on the finishing touches: pre-recorded dia¬ 
logue and sound effects (they can also record their own), as well 
as titles and background music g||| 

While 3D Movie Maker’s options are impressive, the controls are 
confusing, and the tools aren’t always, easy to use. Getting the 


Young directors can control all the elements of their movie: the setting, 
the actors, the motion, the music, and the dialogue. 

desired results can be tricky and frustrating-even for grown-ups. 
And the program’s automatic verbal help can be more annoying 
than useful. Our pre-release version ran rather slowly and swal¬ 
lowed up 22MB of disk space, but Microsoft says that the final 
product will run faster and require about half as much space. 

Despite these drawbacks, 3D Movie Maker is a powerful, 
enthralling title that is great fun for the whole family. Now it's just 
up to you to cater those elaborate on-set lunches. Thafs a wrap. 
(Microsoft; 800-426-9400; $44.95) -Ann M. Marcus 

Platform: Win 95 CD Rating: -K * + 1/2 


Write On 


Kids six to in 
Need help to get creativity flowing? 
if your ideas have run dry, 

Maybe this is worth a try 
This machine will get you going 


Amazing Writing Machine. It’s great for children who love to 
write, and even better for those who don’t 

Beginning writers decide what they want to create, such as 
a story, journal entry, essay, letter, or poem. Then they either 
personalize ready-to-order texts by changing specific phrases 
or begin from scratch with help from the Bright Ideas option. 

The Amazing Writing Machine is great fun, but it’s also a seri¬ 
ous writing tutorial. While penning a story, for example, kids 
learn about all the necessary elements with the Who, What, 
Where, When, Why, and How buttons. Essayists can get help 
preparing outlines. Reader Robots give kids a chance to hear 
what they’ve written so far, and the Infosauraus lets them 



search for words and facts. They’ll 
also learn about poetic forms such as 
haiku, limerick, cinquain, and couplet 
And they’re encouraged to write daily 
in the program's journal, which keeps 
their secrets safe with a password. 
Once they're done, kids can illus¬ 
trate their compositions with original drawings. The program’s 
host of graphics tools and stamps offer plenty of options. The 
CD-ROM version of the program includes more than 2,000 clip¬ 
art images, plus nine special writing environments that feature 
their own themed stamps. 

With The Amazing Writing Machine, don’t be surprised if your 
kids want to write those once-dreaded thank you letters or 
book-reports-without nagging. Hey, it got me to write that lim¬ 
erick! (Brederbund; 800-521-6263; CD, $45; floppy, $35) 

—Lee Kuhn 

Platform: Win CD, Mac CD, Windows, Mac 
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Deformed. Evil. Vindictive. 



Got something 


against 



Gotham City is sinking in evil... Two-Face and The Riddler are on the loose and laughing at you! So team 
up as Batman and Robin and take back the night! 125 attacks! 80 lethal levels! BATMAN™ FOREVER — the 
mother of all fighting games! It’s ultra-real combat that’ll blow your PC to bits! The legend continues...forever! 



B R T M R N 
FOREVER 


HE G A IVI E 


DOS ^ Windows 95 



4<<l|iim 











Thoroughly Modern 
Madeline! 


T o look at her, you d never guess that the perky and precocious 
Madeline-the French schoolgirl of book and television fame- 
is 55 years old. Well, it’s true. But the charming mademoiselle is cer¬ 
tainly keeping current, debuting in a new CD-ROM game for ages 5 
and up. Creative Wonders' Madeline and the Magnificent 
Puppet Show enlists kids to help Madeline get ready for the show 
by finding the items she'll need to make the 
stage curtain, puppets, and invitations. 

The title begins with the infectious 
“Madeline" song, then explains the story 
behind the puppet show: Madeline and 
company must help their friend by raising 
money to save his home. Players move 
about Madeline's world-rendered in beau¬ 
tiful, painterly screens-dicking in different 
spots to find what they need. Along the 
way, they’ll also engage in creative activities, 


such as painting backgrounds, designing invitations, and making 
puppets. The title also teaches French or Spanish words (kids 
choose at the start of the game) in conversations with the game's 
characters. And an automatic inventory feature and 
hints from the narrator, actor Christopher Plummer, 
make it easy for little ones to play without your help. 

Madeline and the Magnificent Puppet Show is a 
delightful game that will appeal especially to young 
girls. It's about time girls had some games of their 
own. (Creative Wonders; 800-543-9778; $39.95) 
-Christine Grech 


Rating: * * * * 



52 December 1995 • ELECTRONIC ENTERTAINMENT 


































We'rfe 

J/tfnnk 

^Jblow 




xx 

yjgr 






Thinking I Could suRf on 
Red cLouds all day, then 
a worM hole riPPed and 
twisted mY thouGhts 
into toXic waste. 


D=0c§> w 0 


Dispersion caNNon missiles 
came toWard Me 
like a schOOl of AngelfiSh, 
meTallic, all gleaMing. 

Hey, tHey almOst 
looked eDible. 




HallucinAtions begaN to 
happen aLL arolind me. 
Then I realized th Ose 
Rockets weRe Real and 
they thouGht my flyiNg 
sucKed. Big tiMe. 



A thouSand plasMa rocKets 
taPPed on mY winDshield. 

I didn't hEar them knocking 
so they taPPed harDer. 



SpiNNing my heAd around 
in a biLLion directions. 
Bad moVe. As I wAs 
seriOusly violated in a 
cross fire from a cloud 
that looked as innocent 
as a kid holding candy. 




!e tunnel spying 
Bong tuNNel 



DOing lOOp the lOOp 
like a moNkey on a trEE, 
then shraPnel, buildiNgs 
and funKy stuFF all hit 
Me on my nOse like a ^ 


^xplAined to me why. 
There’s no time to blEEd. 

Microsoft 



The Ref 



Christopher Lindquist 


le War is Over: We Won 


T he PC-entertainment industry has finally come to 
a realization: Games—at least for the moment— 

How do I know this? It’s obvious. Not only are the game mak¬ 
ers spending money at a record-breaking pace to create ever hotter, 
more spectacular games, but some of the most die-hard multimedia 
companies—even Grolier and Compton’s NewMedia—are joining 
the fray. (Of course, it also seems like every game company in the 
world is getting into the edutainment business—Activision, GT 
Interactive, LucasArts, Panasonic, and US Gold, for example, are 
launching kids’ tides. But that’s a subject for another column.) 

What do companies that have built their reps on electronic 
encyclopedias know about gaming? Beats me, but they’re sure 
ready to give it a try. Who knows, we might even get some good 
games out of it. Or maybe not. 

Either way, the recent rush to hop on the gaming bandwagon is 
indicative of an industry that has already seen the first of the 
“Incredible Shrinking Multimedia Makers” (Medio, Compton’s, 
and Grolier have all “downsized,” for example). Heck, the num¬ 
bers just don’t work for most multimedia yet. Take a look at 
Leader Board (page 22), for example. You have to search carefully 
to find the multimedia among the games in our list of top-selling 
titles at retail. 

By the middle of 

I’m more likely to waste ^ ^ ^ 

multimedia titles (i.e., 

a couple hours blowing not a productivity tool 

like Braderbund’s Print 

away some Mechs than sh 0P Deluxe) in the 

Top 20 were Micro- 

I am to poke around in «*• Encydo 

. pedia, Disney’s Aladdin 

500 Nations. Activity Center, and 

Disney’s Animated 
StoryBook: The Lion King. Of course, that little gem sold extremely 
well, then made itself famous by getting more bad ink than any mul¬ 
timedia program in history for driving thousands of kids—and par¬ 
ents—nearly to tears trying to get it to run. 

Oh, there are other multimedia titles further down the fist, but 
seven basic rules seem to apply to their success. To make it as a 
multimedia title at retail, a product must be: 

1) From Microsoft 

2) From Disney 

3) Stupefyingly useful 

4) Clip art 



5) About Star Trek 

6) Cheap 

7) From Microsoft 

Now, this is all well and good 

if you’re Microsoft or Disney, o 
happen to have a license from y 
Paramount to do the next Stc 
Trek “Cooking with Worf” or 
“The Poetry of James T. Kirk” 
title. But Compton’s Interactive 
Encyclopedia 1995 was beaten out 
by the 1500 Font Mega Pack as of 
this past June. And neither was in the 
Top 75. That’s not a good sign. 

Why is this happening? Well, probably for several reasons. 
Multimedia technology still hasn’t progressed far enough to really 
catch the interest of the mass market. Prices haven’t dropped 
sufficiently to make people buy a disc when a much cheaper book 
(that you can read anywhere) may be available. Online services are 
beginning to offer more up-to-date and complete information— | 
often with graphical enhancements—without making you buy a | 
single-purpose title. | 

Of course, it could all be what I like to call “The Public | 
Television Conundrum.” Public TV is a fine institution. It provides S 
a wide variety of educational and special-interest programming f 
designed to enlighten a population that spends far too much time d 
watching Baywatch. 

Unfortunately, public TV can also be boring as all get-out. 

As a result, while I know PBS is probably showing something 
mind exploding, I’m much more likely to spend time fertilizing my 
roots with the likes of Mystery Science Theater 3000. 

The same goes for my computer time. I’ve got a ton of cool multi- 
media titles around the house, but Pm more likely to waste a couple 
hours playing Zoop or blowing away some giant robots in 
MechWarrior 2 than I am to browse through Wild Africa or poke 
around in 500 Nations. My brain gets enough calisthenics at work. I 
mean, when they asked Steve Young and Jerry Rice what they were 
going to do after winning the 1994 Super Bowl, they said “I’m going 
to Disney World! ” not “I’m going to study Mayan architecture! ” 

Okay, so they were paid to say that. But you know what I mean. 

While I have no doubt that titles defined as multimedia will suc¬ 
ceed at some level, I just don’t see multimedia ever overtaking gam¬ 
ing as the dominant form of computer-based entertainment. Oh, 
there’ll always be exceptions; after all, half the country watched The 
Civil War series. But gaming will always rule, and for gamers, that’s 
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^start] Plavinq! 




Start having fun on Windows® 95 with Pitfall: The Mayan Adventure— 
13 thrilling levels, fantastic side-scrolling gameplay, stunning animation 
and a truly incredible soundtrack. Because the best reason to upgrade to 
Windows® 95 is... playing! 



Now Available for Windows' 95 

Also available for SNES, Sega Genesis, Genesis 32X and Sega CD. 


AcfiVisioN. 

Swing by and win @ http://www.activision.com 







Wi rehead 



Donald St. John 


Kid Stuff 


E ver get the feeling that your little tyke is going to be 
Netsurfing rings around you any day now? 
Wirehead does. My 2-year-old daughter Katelyn shows all the 
early qualities likely to lead to an Internet addiction: an inclination 
to join me at the Macintosh (“Up, Daddy!”); an independent 
streak worthy of any redhead (“No, Daddy, Katie do it!”); and a 
seemingly innate understanding of the basic tools she’ll need to use 
(“Mouse! Mouse!”). When she was just a few months old, I’d pop 
her on my lap at the computer. 

Looks like I’ve created a monster. 

Mind you, this doesn’t really 
worry me. Katie’s generation will 
handle computers like we handle 
TVs—without having to think 
about it. But 1 have to think 
about it right now, so I can get 
her to the online places that’ll do 
her good. Fortunately, there’s 

you to sit down with your child 


And that’s no accident. For 
starters, commercial online services train their marketing 
beams on young parents like the Empire aims at the 
Millenium Falcon—we are prime targets. But it’s also because 
family values happen to be a good way for onliners to 
counter the perception that the Internet contains nothing but 
sex. Yet a third reason is that a lot of the good stuff is on the 

Internet’s World 

Finding a place online wide web, which 

is an easy way for 

for you and your child wd. ^ y0 u) t0 

get around the 

generally isn’t too tough, internet 

All that means 

finding a place online for you and your child generally isn’t too 
tough. America Online, in fact, makes it a total snap; its main 
menu features a Kids Only button. Click it, and you hit a plethora 
of stuff for children—the Cartoon Network, Club Kidsoft, and 
Kids WB! from Warner Brothers, not to mention slightly brainier 
stuff like National Geographic World and Scholastic Kids’ World. 
And that’s not the only place you can tap. Keyword to FC and 
you get the Family Computing Forum, which has a Rec Room 
teeming with games and edutainment offerings of all types. Also, 
many of the subject-oriented entertainment forums, particularly 



the Movies area, have zones aimed at feeding kids’ interests. And 
AOL’s ability to let you choose where your kids can go makes it a 
very child-friendly service. 

Prodigy isn’t far behind. In part, that’s because of its ability 
to link transparently from Prodigy forums to the Web—some¬ 
thing Apple’s eWorld can now also do. More than that, though, 
Prodigy has one of the two chief kiddie franchises, Sesame 
Street. (If you have to ask about the other, you don’t have 
kids. Hint: Think insipid purple dinosaur.) Click into the Kids 
Zone and Sesame Street to find 
storybooks with Grover and 
Elmo, currently the hippest little 
Muppets, or check out the 
Letter of the Day. Although it’s 
not heavy on multimedia con¬ 
tent, it’s a nice little start for 
kids. And there’s plenty more: 
Carmen Sandiego, Nicke¬ 
lodeon, Homework Helper, and 
a story zone called Reading 
Magic all stand out. 

In comparison, the Microsoft 
Network and CompuServe lag 
behind, though both aim to boost their kids’ content later in 1996. 
CompuServe will launch a new consumer-oriented service this 
spring—called, for now, WOW!. In the meantime, CompuServe 
sports a lot of educational areas and has a by-kids-for-kids area 
called YDRIVE!; Go YDRIVE to get there. It’s aimed at slightly 
older kids, but the Disney/Pocahontas area may amuse a younger 
audience. Meanwhile, Microsoft is formulating kids’ content for 
MSN, including Family Planet, a Web-based offering from 
Starwave, and Splash Online, from kiddie CD-ROM developer 
Splash Studios. And don’t forget Disney, which has plans for its 
own online service in the upcoming year. 

And then there’s the Web. Despite the Internet’s reputation, it’s 
definitely a kid-populated place. Visit The Muppets Home Page 
(http://www.ncsa.uiuc.edu/VR/BS/Muppets/muppets.html), 
the Children’s Pages at Wombat Net (http://www. batnet. 
com/wombat/children.html), tons of sites with children’s stories 
such as Aesop’s Fables and The Wizard of Oz, and much, much 
more. For a handy guide to the universe of children’s resources, 
log onto Uncle Bob’s Kids Page at http://gagme.wwa.com/ 
~boba/kids.html. Make that your jumping-off point, and you 
and your child can have plenty of Net adventures together. 

Find some jammin’ online stuff? Let Wirehead know at 
dstjohn@iftw.com or e2online@aol.com. Gt 
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Don't Give JJpThe Ship i 


The world's great Men-of-War sail 
again ... and you're in command! 


r ' tep aboard Avalon Hill's new Wooden Ships & 
Iron Men and take command of the mightiest 
L y American, British, French and Spanish 
warships deployed during the American Revolution 
and Napoleonic Eras. 

Outmaneuver your opponent and rake him with your long 
guns and carronades. Then close the range, grapple your 
ship to the enemy's and capture him by boarding action. 


Lead Admiral Nelson's fleet into battle at Trafalgar in his 
beloved Victory. Take on the Serapis with John Paul Jones' 
Bonhomme Richard. Choose from 17 historical ship-to-ship 
and fleet scenarios or Design Your Own! Also included is 
"The Campaign Game" which tests your mettle and tactical 
acumen in realistic naval engagements that shaped a 
glorious new country. 


Awash with naval drama and suspense. 

Wooden Ships & Iron Men can be played solitaire, 
"hot-seated" with a friend on the same compute^ or play 
via E-mail against an opponent oceans away. 

And when you take command, just remember... 

Don't Give Up the Ship! 


Wooden Ships & Iron Men (Order No. 4070959) runs on 
IBM PC CD-ROM and compatible systems and can be 
sighted at leading computer game stores: Babbages, Best 
Buy, CompUSA, Computer City, Egghead, Electronics 
Boutique, Fry's, Micro Center, Software Etc., Walden's 
Software, and independent retailers worldwide, or call 
1-800-999-3222. Ask for dept EE12. 








Multimaniac 


Family Album 

W ith the holidays fast approaching, the Multi- 
maniac couldn’t help but get a litde sentimen¬ 
tal and start thinking about her family. After all, I have to 
figure out who to invite for Thanksgiving dinner and, of 
course, who’s on my Christmas list. 

All those warm and fuzzy feelings got me reminiscing about the 
family stories my clan relives (and rehashes) at every gathering. 
Being the multimedia sort, I 
decided to preserve those mem¬ 
ories for future generations. 

And what better way to do that 
than with my trusty PC? 

Delrina’s Echo Lake, an 
easy-to-use multimedia pro¬ 
gram for archiving family mile¬ 
stones, was what I turned to for 
help. (For a review of Echo 
Lake, see Spotlight, July 1995, 
page 24.) Echo Lake really is a 
family-oriented program: It’s 
laid out like that log cabin at 
Lake Tahoe where we spent our 
early summers. Of course, this 
virtual cabin’s main attraction is 
a nifty desk area that lets you ere 
all the program’s features. 

I decided to begin with a Book entitled My So-Called Life, in 
honor of my favorite—though short-lived—TV show. Echo Lake 
asks for a start date, end date, 

With help from Echo and birth date for your Book. 

I plugged in the numbers, 

Lake, I preserved my to >* ^ d b ? 

thing worse than a blank 
page: an empty tree ring. 
Yep, a tree ring, as in family 
tree, I guess. Each “Story” in 
your Book is identified there, 
with the most recent events residing in the outermost rings. 

Determined to create an event-filled tree ring, the Multimaniac 
clicked the New Story button and faced a blank page. Where to 
begin? My mom’s recent retirement, my engagement, or further 
back with that pivotal family journey back to Malta some 13 
years ago? Or how about some stories of my grandparents arriv¬ 
ing in America in the 1920s? 


e memory “Books” and get tc 


family memories on 
my trusty PC. 


For a little help prioritizing the milestones, I turned to Echo 
Lake’s Memory Starters. These worksheets let the Multimaniac 
jot down all her ideas. From here I can pop into the Book and 
start writing them down. I can also browse through the 
Inspirator’s key historical events and story-starter ideas. Echo 
Lake also features preformatted pages (like a traditional baby 
book) that I can simply fill in to fill out my Book. 

But the opportunity to write is just a small part of what makes 
Echo Lake so great. The program lets me easily add all sorts of 
multimedia mementos to my 
entries. The CD-ROM version 
of Echo Lake has some 80 
video clips and 250 pictures 
(viewable through the In¬ 
spirator), plus a bunch of clip 
art and sound effects. Being 
the Multimaniac, though, I 
didn’t want anyone else’s 
version of multimedia in my 
family history. So I scanned 
in a bunch of family photos, 
pulled others off the Photo 
CDs I made after last 
Christmas, interviewed some 
family members at my com¬ 
puter and captured their 
(brief) thoughts to WAV audio files. 

Working with all this memorabilia turned my quick litde project 
into something larger. And I began devoting nearly every waking 
hour to getting it just right. Since I was trying to distill the entire 
Grech experience into a single, spectacular multimedia archive, my 
one regret about Echo Lake is that it doesn’t have a family-tree func¬ 
tion. It would have been nice to organize all my relatives that way. 

But you don’t have to be so comprehensive. It’s probably bet¬ 
ter—and more realistic—to tackle your memories in chunks, mak¬ 
ing separate Books for various topics. 

Of course, the busy Multimaniac hasn’t finished her Book yet, 
but she likes to think of it as a work in progress. As for that 
Christmas gift list, I’ve got the perfect idea: personalized Books for 
each family member. I can save my Echo Lake Books—or just 
Stories from them^-to floppy disks. The program adds a runtime 
Echo Lake viewer, so the lucky recipients needn’t own the pro¬ 
gram to enjoy my creation. But be warned: Multimedia memories 
use up a lot of storage. Three Stories—only one with a video 
clip—hogged five floppies. I think I’ll wrap them up with a bow! 
(Delrina; 800-734-2330; Windows, $50; Win CD, $60) ^ 
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LOCUS IS GOING TO TAKE YOUR EYES AND 

LOCUS IS THE ULTIMATE MULTI-PLAYER VR CAME! NETWORK UP TO 9 PLAYERS! Locua !a about Apeed. 
H'a about action on the floor. Non-Atop action everywhere you turn. II'a about baAhing your 
opponent to set the ball. .. and not setting creamed in the proceAA. Move. CruAh. Score. Until you 


LOCUS. For MS-Doa®, WindowA®95, and M< 


(z»ABTe“) S8 


3 












a deal with your newfound alien buddy, Gaan. 
YouH help blow away his hostile robot 
inhabitants:.. He'D, help you get safe passage off 
the planet. Easier said than done. Together, 

, ;iWIi;ij _ you’ll have to solve deadly puzzles 

and avoid traps, red 


BREFM 


to fighting through an armory to 
destroy a reactor. It's Alien Odyssey — 
the PC CD-ROM game with incredibly smpotte . 
.character animation and Argonaut's exclusive 
3D adventure game technology. It's total 
annihilation. But in a friendly sort of way. 


i call 1-800-340-7888. Visit our Web Site at 









ALIEN 

ODYSSEY 

1 PHILIPS 












t hings sure have changed. A short time ago Street Fighter II (due aroum 
so-called fighting games on the PC just many cases we’re no longe 
couldn’t compare to those you could play little sprites and two-buttoi 
in the arcade or on console systems. PC Of course, some of these 
fighting games weren’t even close to PC fighters are better than 
trcade warriors like Street Fighter II, Mortal others—lots better. We’ll 

Combat, and Samurai Shodown. But now, tell you how they compare 
.ve’re finally seeing computer-based fighting to each other—and to 
;ames that rival the best that the arcade has their arcade counterparts. 

:o offer—there’s gore, there’s depth, and you It’s time to—excuse the 
;et to lob fireballs with the best of them. It’s expression—kick some 
ibout time. digital butt. 

With the release of Mortal Kombat 3, 
iuper Street Fighter II Turbo, Primal Rage, 
iattle Beast, FX Fighter, Savage Warriors, 

Dne Must Fall 2097, and the upcoming For a jaded, long-time 
expect No Mercy (due from MicroForum by game reviewer, being 
he end of the year) and Capcom’s own Super bowled over by a game is 
as rare as a hassle-free 
installation of Windows Mortal Komba, 3 ' 
95. So I was feeling rather 
cynical when I loaded a two-player, two-char¬ 
acter, preliminary demo of Mortal Kombat 3 
for the PC from GT Interactive. I truly expect¬ 
ed to be underwhelmed. I’ve played a vast 
amount of Kombat in the past few years—lit¬ 
erally every incarnation of the product. 


controls. 


Platform: DOS CD P 
Available: Now 
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And that’s not even the best 
part. The biggest news about 
MK3 for the PC is that it lets up 
to eight players battle it out 
across a local-area network. 

That means you can play full- 
fledged, round-robin, double¬ 
elimination tourneys or free-for-alls 
(choose your opposition from among the 
seven other players, rather than fighting 
the winner of the previous match). 
Network Babalities, anyone? Of course, 
you can also play a single-player match 
against the computer, go one-on-one with a 
friend on a single machine, or go head-to- 
head via modem. 

Any way you play it, you can control 
MK3 with the keyboard, a two-button con¬ 
troller, a four-button controller, or a six-but¬ 
ton controller that gives you four action but¬ 
tons plus two block buttons. 

MK3’s 12 new 3-D rendered (from actual 
photo sources) backgrounds actually scroll 
on your PC’s screen with movement in four 
full depths of field. You get all the new 
Enkryption Kodes (plus a few PC exclu¬ 
sives), the true arcade tunes and sounds (via 
MIDI so they sound better than the quarter- 
snatcher), and more. 

The only stumbling point with this prelimi¬ 
nary version of MK3 is that it is stricdy DOS 
for now, and you may have to wait some time 
for a Windows 3.1/Windows 95 version. 

Look for a full review of MK3 soon. In 
the meantime, check out GT Interactive’s 
Web site for more information: http:// 
www.gtinteractive.com. 


Super Street Fighter II Turbo has all the 
moves—but not the graphics. 

Super Street 
Fighter II Turbo 

It’s not arcade-perfect, but it’s still Street 
Fighter. 

In fact, Super Street Fighter II Turbo 
(SSF2T) from Gametek isn’t half-bad. It 
doesn’t have the glorious graphics of the 
stand-alone arcade machine, but it does 
have all the moves, better-than-fair 
sound, and the patented Street Fighter 
feel. The previous PC versions of the 
Street Fighter series lacked that all-impor¬ 
tant visceral touch. 

As is common with European-designed 
products, installing this fella is something 
less than a picnic. The game requires a 
clean boot disk if you are running any 
form of memory manager on your PC and 
is relatively finicky when dealing with 
sound drivers. (For more details, see box 
on the next page.) Gametek claims you 
should be able to run SSF2T on a 486/33 
with 4MB RAM, but if you try it on any¬ 
thing less than a 50MHz 486DX/2 with 
8MB RAM, it’s deadly slow and you’ll 
miss out on tons of animation frames. For 
example, Guile’s Sonic Boom move looks 
atrocious on a wimpy machine, dropping 














)Cs fight 4ack 




virtually all of its explosive visuals. 

Graphically, SSF2T is somewhat of an 
oddity. The intro sequences are absolute 
arcade quality; they look spectacular. But 
game play resembles the original Street 
Fighter II for the Super Nintendo 
Entertainment System (SNES). The resolu¬ 
tion is low and the characters are tiny. 
While that didn’t stop vast numbers of 


Fighter product for the PC, and the 
decent game play and slick cut scenes 
should be enough to satisfy hard-core 
fans of the series. 

Primal Rage 

Death-dealing dinos come to the PC. But 
this truly solid rendition of one of last year’s 
most popular arcade games gives new mean¬ 
ing to the term “memory hog.” 
For a near-arcade play experi¬ 
ence, Primal Rage requires 
16MB of RAM. Gamers stuck 
with just 4MB or even 8MB get 
a graphically scaled-down ver¬ 
sion of the original with a 
smaller screen area and about 
half the number of animations. 
But how does it play? For a 


Primal Rage looks 
great—if you’ve got lots 
of RAM. 

SNES gamers from 
buying SFII, PC gamers 
expect better graphics. 

Fortunately, the game 
play itself far surpasses 
that ol’ SNES version— 
and that is definitely 

As for game con¬ 
trols, you can have two 
players, each with a 
two-button joypad; one 
player on a four-button joypad; or one 
player on a six-button joypad. There is a 
work-around for adding a second six-but¬ 
ton controller, but it requires you to buy a 
six-button keyboard emulator pad and plug 
it into the keyboard port. (For more on 
game controller options, see “Take 
Control,” page 75.) 

All in all, even with the toe-stubbing 
install, this is the best version of a Street 


at the arcade when you play Primal Rage. 

single player with a four-button controller 
and 16MB of RAM, Primal Rage places in 
the top three of PC fighting games. You get 
seven fighters, tons of special moves, and 
hilarious hidden games—overall, a very close 
approximation of the token-taking version. 

As a two-player game, even with 16MB of 
RAM, Rage is a much weaker contender. 
(And with fighting games, multiple players is 
what it’s all about.) Currently, two-player 
controls support only one four-button pad 
with the keyboard or dual two-button pads. 

If you have plenty of RAM and don’t 
mind playing alone, I heartily recommend 
Primal for the PC. Otherwise, you take your 

Battle Beast 

It’s difficult to put Battle Beast by 7th Level 
into the same category as Mortal Kombat 3. 
It’s not that Battle Beast is not a fighting 


















: http://www.gtinteractive.i 


WELCOME TO PARADISE 

Check into the world famous 
El San Juan Hotel & Casino™. 
Cruise through the virtuaCcasin 
walk right up to the tables &try 
your luck, or head back to yo~ur 


CATCH THE FEVER 

Play the night away! FromrBiacj 
jack to Roulette, Craps to Poker 
there are 25 thrilling casino^gar 
to choose from. % 


LEARH TO WIH 

Great for pros and beginners at 
Basic rules are available right i 


for PC and MAC 

















A Windows fighting game? Yep, but it’s got only 
two-button controls. 

game...it is. It’s just that this parody-game 
has a very different target audience. It’s cer¬ 
tainly not intended for the gore crowd or the 
deep six-button, special-move-combo crowd. 
Battle Beast offers a simpler, amusing alter¬ 
native with its two-button controls and more 
simplistic moves. But that’s not to say that 
this Windows game has no depth or that it is 
simple to beat. 

Battle Beast begins with cuddly, fuzzy 
characters that morph into mechanized mash¬ 
ers in an absolutely wonderful-looking 
(though lower-violence-quotient) animated 
setting. Developed by the same crew that pro¬ 
duced Monty Python’s Complete Waste of 
Time CD-ROM, Battle Beast puts humor 
first, and comes 
through with its 
share of belly 
laughs. The superb 

scenes alone make 
the game worth 
checking out. 


ive, three-dimensional cartoon world. 
There’s lots of background movement and 
even so me intera ction. Your characters are 
cartoonish in the extreme—stuff like crazed 
turtles and mutated rhinos. But theCre fun. 
There’s emu r^o^fele 'a&ftpgtijtelli- 
gence toTlre coMMtaMponentW^k . 

Battle Beast’s big drawback is.jga* con¬ 
trol. Wi|h support for only two-button 
controlwpbu’re limited to on«ype of 
punch appi single kick. Worse than the 
limited strategic options, playing the game 
often feel^lkfti case of Ijtush tWbutton 
and hope the computer notices”—and 
that’s hones-1y too bad. With more respon¬ 
sive contrffls, E)attle;1^east .wornd K$ve been 
a unique winner. ’ ■ ■ ■ ■ y 

FX Fighter 

This is thejgst fighting designed for 
and run soielx'ron't&PG^TpaMid, as a 
two-button game it can’t compare depth and 
quality-wisijjjgjpth polygon-based^^fs like 
Virtua Fighterz oFTeHten, which started in 
the arcade and are currendy available for the 
CD console sys¬ 
tems. The gist is 
that FX Fighter 
gives you a partial 
3-D environment, 
while more ad¬ 
vanced polygon- 
based fighters 
move in a free- 
roaming plane. 

But with SGI- 
rendered anima- 


Battle Beast is 
chock-full of great 
looking back¬ 
grounds of an act- FX Fighter loses the PC belt to MK3 and SSF2T. 



PERFECT! 













3-D TABLE SPORTS' 

WE'VE INCLUDED EVERYTHING... 



EXCEPT THIS. 




If you're looking for classic 
table game action with a 
digital twist, 3-D Table Sports 
is it! You get Foosball, 
SlamHockey and Power 
Hoops, all on one CD-ROM. 
Each game features fully- 
rendered 3-D tables, lots of 
play options, 10 difficulty 


levels, and network and modem 
support for tournament and 
league play. In fact, 3-D Table 
Sports gives you everything 
you could ever expect in a 
table game...except a place to 
put your quarters! 



BBS: 1-818-295-6730 • e-mail: 


TWIinfo@ool.com • America Online*: Keyword: TWI • World Wide Web: http://www.pathfinder.com/twi 
billed by WSA. • Published by Time Werner Interactive, 2210 West Olive Avenue, Burbank, CA 91504, U.S.A. All rights reserved, 
i Table Sports and the Table Sports logo, S/amHockey and Power Hoops are trademarks of Time Warner Interactive. 

See your local software retailer or call 1-800-482-3766 to order direct. 














Take Control 

When it comes to fighting games, con¬ 
trols are key. Each of the seven games 
we looked at supports two-button con¬ 
trollers, but they don’t all let you use 
four- or six-button pads. When it 
comes to two-player fighting, things 
get even trickier. One player's usually 
at a disadvantage using the keyboard 
while the other uses the singularly 
supported joypad. 

Obviously, the best way to go is with a 
six-button controller like the Capcom 
Fighter 6 (Capcom; 900-680-2583; PC, 
$39.99) or Suncom’s SFX (Suncom 
Technologies; 800-228-7449; PC, 
$29.95). For two-player games, you can 
also go with a second SFX plugged into 
your keyboard port (The SFX is a “key¬ 
board emulator,” which means it can be 
plugged into a game port or keyboard 
port) The problem with this workaround 
is that the keyboard port’s response time 
is faster than a game port’s, so the player 
using the SFX attached to the keyboard 
port has an unfair advantage. 

For four-button controls, there’s the 
old standby Gravis Game Pad (Ad¬ 
vanced Gravis; 800-663-8558; PC, street 
price $15). 

A word of warning, though: In the 
world of PCs, not every game controller 
works with every game. -RR 









It’s no fun losing. If you want to win, and you 
don't care how, try these cheats. 

Super Street Fighter II Turbo 

To play as the Super version of each char¬ 
acter, pick your favorite with a short jab at 
the player-select screen. Then use the fol¬ 
lowing moves (R=right; L=left; U=up; 
D=down) and finish up the cheat with a 
second short jab button push. 

Ryu: R, R, R, L 
Honda: U, U, U, D 
Blanka: R, L, L, L 
Guile: U,D,D,D 
Hawk: R, R, L, L 
Feilong: L, L, R, R 
Bison: R, L, L, R 
Saggat: U, D, D, U 
Ken: L, L, L, R 


(Continued from page 75) 

This game won’t stand the gaming world on 
its head. But as a strange combination of 2-D 
and 3-D, it may be worth your time. With ten 
fighters (plus four hidden characters, includ¬ 
ing a cocktail waitress!), tons of cheat codes 
(cocktail waitress included), and three special 
moves for each character, Mindscape’s 
Savage Warriors gives it the old college try. 
But sadly, the school was built on an insect- 
ridden swamp (with glitches ranging from 
character dropouts to computer crashes), and 
the game’s two-button controls don’t offer 
enough depth for the game to be worth all the 
bugs. (For a more complete picture, see our 
review, November 1995, page 126.) 


Chunli: D, D, D, U 
Zangief: L, R, R, R 
Dhalsim: D, U, U, U 
Cammy: U, U, D, D 
Deejay: D, D, U, U 
Balrog: L, R, R, L 
Vega: D, U, U,D 

To play as Akuma, at the player-select 
screen go to Ryu and wait four seconds, go 
to Guile and wait four seconds, go to Hawk 
and wait four seconds, go to Cammy and 
wait four seconds, go back to Ryu and wait 
four seconds, do a short jab. 

Finally, developer Eurocom says there 
are cheats for recharging your energy and 
killing instantly. Happy hacking trying to 


One Must Fall 2097 from Epic Mega¬ 
games—a well-known shareware com¬ 
pany—shows you what a couple of guys 
with time on their hands can do. Mind 
you, the guys at developer Diversion 
Entertainment know their fighting games, 
are better than fair codemasters, and put 
together a pretty good combo system for a 
two-button game. The graphics aren’t any¬ 
thing to crow about, but this game ain’t 
bad for what it is. Pick up the demo ver¬ 
sion by checking into one of the online ser¬ 
vices’ game forums or grabbing it off of 
your favorite local BBS. ^ 


Battle Beast 

To get to the Lumber Yard bonus entrance: 
Smack the button under the saw by hitting 
the A key and Up control. When enabled, 
run to the hole that opens in the second 
level of the wood floor. But watch out for 

For invincibility in bonus rounds: Enter 
ORUFO. 

For Z-axis movement: Enter XUS_D3. 

To get a special move: Enter HNTIOH-12 


FX Fighter 

Most of this game’s cheats are actually patch¬ 
es (such as one that lets you play as Rygil) 
that you can download from various online 
services and World Wide Web sites. (Try the 
FX Fighter page at http://www.umn.edu/ 
nlhome/m447/reinb001/mvcheat.html for 
details.) However, there is one built-in cheat 
To control the camera’s view of the 
action, press the “Home” key during a 
match. Then use the arrow keys to move 
the camera around. The Page Up and Page 
Down keys zoom the camera in and out 

Savage Warrior 

To enable these codes, type CHEAT at the 
main menu. Then choose the Secret Way 
option, and type the following: 

WOO: Complete your special moves using 
zero energy 

NBK: Play only a single round 
TYSON: Turns off special moves 
REPLAY: Allow 3-D combat 
DUNK: Enable play as Scott (works only in 
two-player bouts) 

ELEVENTH: Enable play as the Master 
(works only in two-player bouts) 
GARDENER: Enable play as Tom (works 
only in two-player bouts) 

NUMBERONE: Enable play as Captain 
(works only in two-player bouts) 
EVILDEATH: More blood 
NOPAIN: No weapons 
NOGAIN: Weapons can be knocked out of 
fighter’s hands 

SNOWWHITE: Miniature players 

CIRCUS: Enable Arena play in two-player 

bouts 

EASYSPECIAL MOVES: Make the moves 
much easier. The three are: Toward, 
Toward, Punch; Away, Toward, Punch; and 
Toward, Toward, Kick 

One Must Fall 2097 

Access the hidden menu anytime during 
the game by pressing and holding the num¬ 
ber keys 2,0, 9, and 7 simultaneously. This 
gives you a bunch of new options, including 
increased height, vitality, damage, difficulty, 
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Are You 

Readv 

* 

For The Ultimate 
Experience? 



Introducing 


The Ultimate 31) 


Fire Next Generation 
3D games designed 
specifically for 3D Blaster. 











3D Blaster 


Gaming Experience 


Tired of games that play in slow motic 
els the size of boulders? Tired of 8-bit 


The 
PC 3D 
Standard. 


system without 3D Blaster. In fact, you'll 
;et twice the graphics performance of 
oday's fastest PCs. What's more, it will 
rank, your 2D Windows' 95 applications 
nto high gear. 

1't worry. 3D Blaster was born ig agara ! 


* computer with 
3D Blaster, the 
standard in PC 3D. 
From Creative Labs. 




3D Blaster 

The PC 31) Standard. 

A • 

• , ^ 


Full Speed 

3D Blaster delivers the new standard for 3D 
graphics performance. 

Technospeak 

' *2 BILLION % r 

dedicated graphics 
operations per second Kg' 

• Processes up to 850,000 ^ 

polygons per second 

•25 MILLION pixels rendered 

• Real-time frame rates 

• Lightening fast VRAM 
Gamespeak 

• It's quick. Real quick. 

Full Color M r 

3D Blaster delivers ^ ~ 

image quality. 

Technospeak j ^ 

•Industry-standard Inverse Texture Mapping 
•Advanced alpha-transparency and fog 

• Pixel perfect perspective correction 
•True Texture anti-aliasing 

Gamespeak 

• It's gorgeous. Drop dead gorgeous. 


Full Screen 

3D Blaster delivers the new star 

Technospeak 

•Resolutions up to 1024 x 768 
• Hardware Z-buffer & 
double-buffer VRAM 
•2 MB dedicated ■■ 

graphics memory 'SBPs 

Gamespeak !kl ^ 


Full Blast 

It all adds up: You need 3D Bias 
standard for the PC. 

Technospeak 

•Windows 95, DOS, Windows 
• Plug and Play support 
•2D Windows acceleration 
•Next generation bundled game 
NASCAR 
Magic Carpet Plus 
Flight Unlimited 
Rebel Moon 
Hi-Octane 

Gamespeak [ , » 

•It's killer. Totally Killer. p|gL|J 





creAtiv: 






review of Crusader, see page 118.) 

Another great action game to put 
under the tree: Electronic Arts' Fade 
to Black, the sequel to Flashback. 
Gorgeous 3-D graphics and chal¬ 
lenging puzzles highlight this alien- 
busting shooter. Still not sure? Take your 
favorite gamer on a wild ride with Magic 
Carpet II. This sequel to last year's wildly pop¬ 
ular high-flying, r 
spell-casting game 
beefs up the plot 

and tones down • 

the difficulty. (For m 

a full review . \ 

of Magic Car- \ 


I lip through the pages 
I | of Electronic Entertain- 
I merit or browse the 
■ aisles of your favorite 
I computer store, and it 
hits you like a ton of 
I bricks: There are a lot of great 
I PC games and multimedia CD- 
I ROMs to choose from. And this 
season, new titles, kids' edutainment, 
and multimedia hardware is arriving 
every day. 

Whew! The confusion is enough to send you 
screaming from the superstore. Fortunately, it 
doesn't have to be that way. The 65 sug¬ 
gestions in our exclusive gift guide will 
help make short work of your holiday 
shopping. 

Of course, if you see something you 
really like, we won't tell if you pick it up 
for yourself! 


page 152.) Magic m 

If adven¬ 
ture's more their thing. Sierra On-Line's 
interactive horror movie Phantasma¬ 
goria is just the ticket. Players control 
video characters that explore the beauti¬ 
fully rendered environments of a haunt¬ 
ed house. Mind-bending puzzles and a 
compelling story guarantee hours of 
intrigue. Trekkers, on the other hand, 
will have Spectrum HoloByte's Star 
Trek: The Next Generation "A Final 
Unity" at the top of their lists. With a 
story line that could be taken directly 


Games 

Galore 


65 of the hottest 
games, multimedia 
titles, entertainment 
hardware, and kids’ 


play during 
the holidays 
with the gift 

Cnisader: Mo Remorse is a blast. a ^ new 

computer game. 
Whether your friends and family are 


into flight sims or fantasy role playing, programs from the hit ™ series ' authentic charac- 

we've got you covered. And if you're ter voices, and dazzling cut scenes, this 

buying for a Mac gamer, check out "Mac Gifts," page 83. game is better than an episode of Deep Space Nine. 

If action is the name of their game, you can't go wrong Brain-drain addicts are easy to please with a trio of inno- 
with Origin's Crusader: No Remorse. Not another Doom- vative titles. First there's Viacom New Media's abstract Zoop, 
style first-person-perspective shooting game, this which is billed as the next Tetris. For slicker, more complex 
action/adventure uses an isometric view that abounds with puzzle action, Dongleware's Bolo has players use a silver ball 
realistic detail, including impressive explosions. (For a full to dear out bricks while avoiding black holes, bombs, and 

By Christine Grech 





other hazards. Finally, 
for multiplayer fun, 
check out Berkeley 
Systems’ You Don’t 
Know Jack. This 
grown-up trivia game 
turns your PC into a 
game show, complete 
with pop-culture ques¬ 
tions and high-energy 
music and sound 

High flyers will love Mac and PC 8 s 
Apache The Combat monslers in Du " seon masIer 
Helicopter Simulation. A sophisticated flight model, crisp Super 
VGA graphics, seven enemy skill levels, two flying modes, and'a 
wide array of mission choices make it the best chopper sim around. 
(For a full review of Apache, see page 134.) Activision’s stylish 
MechWarrior 2, meanwhile, puts players in control of a futuristic 
battle robot. 

For role players, something new and different is in order. 
Thunderscape is Strategic Simulations’ first original offering in the 
genre spawned by Advanced Dungeons & Dragons. In Thunder- 
scape’s World of Aden, players lead a small party on a mission to ■ 
save the fantasy realm. Eight races and eleven occupations let players 


beautiful graphics, easy-to- 
use aiming and shot system, 
and head-to-head contests 
with the pros. 

The best tactic to please 
strategy fans? Simply pick 
up a copy of Sir-Tech’s 
Jagged Alliance. In this 
turn-based game, players 
control a band of eight 
hired guns as they attempt 
to recapture an island from an evil scientist. With 100 unique merce¬ 
naries to choose from, the game becomes a delicate balancing act of 
skills and personalities. 

If you can’t decide on a single game, give them a choice with 
Carbela Tek’s Jam Pak. For a little more than the price of a single 
game, you get four hot titles: Panzer General (World War II strategy), 
Fleet Defender (naval flight sim), IndyCar Racing (driving sim), and 
System Shock (action/adventure). 

Budget buyers can present an even lower-cost quartet of great 
games with LucasArts Archives, Vol. 1. This compilation of classics 
has the action/adventure Indiana Jones and the Fate of Atlantis, the 
comic adventures Sam and Max Hit the Road and Day of the 
Tentacle, and Rebel Assault Special Edition, which includes three lev¬ 
els from the wildly popular Star Wars shooter. 

Multimedia Must-Haves 

Who says you can’t please all of the people all of the time? You can 
with the gift of multimedia. Whether they use a PC or Mac, favor a 
cabernet over a Monet, or prefer ancient history to current events, 
there’s a CD-ROM for just about everyone. 

The newest edition of an electronic encyclopedia is always a great 
gift—especially for families. New this year? Online links that let users 
add the latest articles and pictures to the encyclopedia’s already vast 
resources. Microsoft’s 
Encarta Encyclopedia 96 
offers monthly updates that 
you download—free— 

through the Microsoft 
Network or the company’s 
Web page. Compton’s Inter¬ 
active Encyclopedia 1996 cur¬ 
rently lets you browse text 
articles in its America Online 
forum, and the company 
plans to post a Web page 
with more advanced features 

the RPG classic features clever computer adversaries and lots of by the end of the year. The 1996 Grolier’s Encyclopedia links to some 
realistic detail. 12,000 CompuServe sites that correspond to topics in the encydope- 

Sporting types will score big with any of the new offerings from dia. (Look for full reviews of all three encyclopedias next month.) 
Electronic Arts. Soccer fanatics won’t be able to get enough of EA’s For a more focused reference, pick up a copy of Our Times: 
terrific new FIFA ’96. (For a full review of FIFA ’96, see page 162.) Multimedia Encydopedia of the 20th Centuiy. Based on the book of 

The company’s excellent NHL Hockey ’96 also boasts Super VGA the same name, the CD-ROM documents all the international mile- 

graphics, real teams and players, and eight camera views. (For a full stones—politics, business, sports, art, culture, personalities, and 

review, see page 160.) And you can shoot a hole-in-one with comput- events—of the last 100 years. Narrated by the stentorian voice of 

er duffers by giving them PGA Tour ’96. It adds improved perfor- James Earl Jones, Our Times lays it all out in an attractive, easy-to- 


create custom characters. Another great role-playing 
choice—for Mac gamers, too—is Interplay’s Dungeon 
Master II, The Legend of Skullkeep. This sequel to 
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navigate inter¬ 
face. As a bonus, 
publisher Vi¬ 
carious throws in 
the text of the 
Columbia Ency¬ 
clopedia. 

For more fami¬ 
ly fun, check out 
Life’s Greatest 
Mysteries. This 
title takes a hu- 
Life’s Greatest Mysteries has all the answers. morous approach 
to answering 40 

commonly asked questions about our bodies and minds. This en¬ 
gaging title—from the same folks who created the top-notch 
A.D.A.M. The Inside Story—explains why people faint, why we 
daydream, how to improve your memory, and what really 
causes colds. 

If they enjoyed 
the movie Apollo 
13, give them the 
story behind the 
story with Voyager’s 
For All Mankind. 

This beautifully exe¬ 
cuted title presents 

dozen Americans 
who made history in Beer Hunter: strong stuff for suds hounds. 


Advertisement 



Game Runner! 'works with Descent and 
hundreds of other games to let you move faster, 
react quicker and, yes, occasionally cheat. 
Call 800-354-3222 or your dealer for details. 


Quarterdeck 
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the Apollo missions. 

It’s OK to drink 
and CD-ROM drive. 

Help your favorite 
beer aficionado go 
beyond Bud and 
Coors with Discov¬ 
ery Channel Multi¬ 
media’s The Beer 
Hunter. Wine drink¬ 
ers will raise a toast 
to the Microsoft Wine 
Guide. Noted wine critic 
sents an overview of win 
tions in a searchable wir 

Indulge A Passion for Art with this 
outstanding museum on a disc. Give 
lovers of Post-Impressionist art the 
chance to view a stunning collection of 
works by Renoir, Cezanne, and Matisse. 
The Corbis disc opens the doors to the 
Barnes Gallery, which had been closed 
to the public for some 70 years. Avant- 
garde types will want to visit perfor¬ 
mance artist Laurie Anderson’s Puppet 
Motel from Voyager. The Hallway of 
Time leads to more than 30 environ¬ 
ments filled with music, bits of 
multimedia stage show, and 


Oz Clark covers the basics of - 
e varietals and gives some 1,800 recommenda- 
te encyclopedia. 


breathtaking scenery, exotic animals and birds, and 

Screen savers make fun, whimsical gifts. Fans of 
TSR’s Advanced Dungeons and Dragons games will 
lose themselves in Riddle of the Runes: Worlds of TSR. 

Its three modules display images from TSR’s beloved 
fantasy worlds. 

Toys for Tots 

Why not buy the kids on your list something that’s fun— 
nay also teach them something? Kids love to play with com¬ 
puters, and edu- 


than the typical Saturday-morning 
cartoons. 

Interactive storybooks are always 
good bets for prereaders and new 
w releases is Dr. Seuss’s ABC’s from 
Living Books. For ages 3 to 7, it brings Seuss’s characters and 
rhymes to life with unexpected and amusing animation. Another 
classic making its way to the computer is the Adventures of Peter 
Rabbit and Benjamin Bunny. This Mindscape title for ages 3 to 7 
has delicate screens that capture the essence of Potter’s books; the 
whimsical animations and learning games add excitement. 

Another surefire crowd pleaser is Disney’s Animated StoryBook: 
Winnie the Pooh and the Honey Tree. Watching the antics of the 
honey-lovin’ bear and 


his friends will 
children ages 3 to 8 


the 


Kiyeko and the Los 

Armchair travelers will thank you for 
Sumeria’s Wild Africa: Ngorongoro, Serengeti, 
Tarangire, a virtual safari through three of 
Tanzania’s best-known wildlife preserves. Wild 
Africa brings it all up close and personal with 
beautiful original photographs and movies of the Kids tal 


and games comple¬ 
ment the story. And 
for something new, 
consider Ubi Soft’s 
Kiyeko and the Lost 
Night, a multicultural 
folk tale of how a 
young Amazonian 
Indian boy saves his 
village. British actor 
Ben Kingsley provides 
eloquent narration in 
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Advertisement 



than $25? You can with Electronic Arts' Bullfrog Pak, which 
includes strategy games Populous I and II, Power Monger, 
ThemePark, and Syndicate. For a mix of game genres, grab 
Encore Software's Ultimate Game Collection, which includes 
Quantum Gate, Spectre VR, and Spear of Destiny, plus the first 
six Ultima games. 

For a low-priced hardware gift, consider the SoundJack. 
This handy little Ip 

device plugs into ' l-U ^ 

the sound card for llZj.' 

easy-to-access vol- |K - V 6j 

ume control. You K* 

also get a nifty set U - MLa Cj 


phones. 

And for the kids, 

Preiss’s BABY- 
ROM. Kids less 

than a year old can interact with colors, sounds, and pictures as 
they play at the keyboard. For the 4-and-up crowd, there’s a 
handful of Mighty Morphin Power Rangers titles, including a 
coloring book, jigsaw puzzles, a print kit, a screen saver, and a 
movie maker. All five titles feature footage from the television 
series and recent movie. For something a little more education¬ 
al, try Ozzie’s Travels-Destination: Mexico. The engaging 


The Bargain Hunter: 
Gifts Under $25 

You may be on a budget, but that doesn't mean you can’t give a 


a choice of five languages, and lush, painterly graphics create a 
unique look; the title is suitable for ages 4 and up. 

The older set can try their hand at creating original stories with 
Theatrix Interactive’s Hollywood. This innovative title puts kids 
ages 9 and older in control of their own productions: sets, charac¬ 
ters, action, sound, and dialogue. Pointing, clicking, and typing 
leads to impressive results. 

Karaoke has never been as fun as Fisher-Price Sing-Alongs: 
Barnyard Rhythms and Moos. Visitors ages 3 to 7 explore the 
farm, meet the animals, and learn their special songs. You can 
find more musical fun in Menlo the Frog-A Musical Fairy Tale. 
This animated story for ages 3 to 7 teaches basic music concepts 



Game Runnerr works with Doom , Doom II and 
hundreds of other games to let you move faster, 
react quicker and, yes, occasionally cheat. 
Call 800-354-3222 or your dealer for details. 

Quarterdeck 
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NFL™ Math on CD-ROM or floppy, 
how you play the game that counts. 







as kids play games and follow the tale of Menlo and friends. 

Introduce youngsters to the world of science with a trio of fun, 
engaging rides. Philips’s Fun with Electronics is the perfect gift for 
the child who’d rather take the computer apart than play at it. For 
ages 8 and up, the disc comes with a workbench that kids assemble, 
then use to conduct hands-on science experiments. Budding natural 
scientists will want to try the Multimedia Bird Book or the Multi- 
media Bug Book, 
.which also encour¬ 
age activities away 
from the computer. 
This pair of science 
games teaches kids 
ages 6 to 12 about 
the various species 
as they go on a hunt 
to find them all. 

Finally, Scho¬ 
lastic’s The Magic 
School Bus Ex¬ 
plores the Ocean 
sends Ms. Frizzle 
and company on a 
field trip beneath the 
sea. A treasure hunt teaches kids ages 6 to 10 about ocean habitats. 
Games and “science experiments” put the concepts to the test. 

It’s the old misdirection play. NFL Math uses sports to help 
interest kids in arithmetic. Licensed by the league and its players, 
the title shows kids ages 7 to 12 how math can affect the outcome 
of an exciting football contest, which comes complete with 
announcer-style narration, crowd noises, and 3-D animations. 

Hot Holiday Hardware 

As entertainment software gets ever more whizzy, your computer 
has to keep up, too. Multimedia hardware makes a great gift—and 
no, it doesn’t have to cost a fortune. Of course, if you’re feeling 
generous, you can always spring for a big-ticket item like a new 
computer. We’re sure the recipients won’t mind. 

If, indeed, you’re in the market for a PC, why not go for one 
that looks as good as the games it plays? Boring beige gets the boot 
with Acer’s new Aspire line of designer PCs. We recommend the 
teal-green desktop Pentium 75 model, which has a quad-speed 
CD-ROM drive, 8MB of RAM, an 850MB hard drive, a monitor 
with built-in speakers, and a 14.4Kbps modem, for about $1,900. 
The Aspire desktop models are a better choice than Acer’s tower 
systems, which undermine their beefier hardware configuration 
with flimsy construction and poor case design (see page 44 for 
review). 

For the Mac-minded, you can’t go wrong with Apple’s new 
Performa 5200 CD, a 75MHz Power PC with a quad-speed CD- 
ROM drive, 8MB of RAM, an 800MB hard drive, and a built-in 
monitor—all for about $2,000. Apple throws in a bundle of kids’ 
titles, reference works, and productivity titles—but no games. (For 
the latest in Mac games, see “Mac Gifts,” page 83.),-S 

If a complete computer will break your budget, modernize their 
existing machine with a multimedia upgrade kit. Diamond 
Multimedia’s state-of-the-art Ultra Kit 8000 packs a wallop with an 



Acer’s Aspire PC is sleek and colorful. 


Advertisement 



Game Runner! works with Wing Commander 
and hundreds of other games to let you move faster, 
react quicker and, yes, occasionally cheat. 

Call 800-354-3222 or your dealer for details. 


Quarterdeck 
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eight-speed CD- 
ROM drive, a 3-D 
wavetable sound 
card, Yamaha spea¬ 
kers, four classic 
games (Myst, Ma¬ 
gic Carpet, Rebel 
Assault, and Sim- 
City 2000), and 
Compton’s Inter¬ 
active Encyclopedia 
1996. 

More modest 
hardware gifts include Labtec’s small but powerful LCS- 
3210 speakers, or a fast 28.8Kbps fax/modem like the 
Supra Simple Internet. It’s perfect for Internet newbies 
because it comes with the Mosaic Web browser and the 
Internet Directory. 

Dedicated gamers are always searching for the best 
controllers. Help them out with the digital Advanced 
Gravis GrIP System, made up of a breakout box and two 
controllers. It offers automatic calibration, faster response, 
and support for multiple controllers on a single PC. Flight 
simmers will soar with a slick, programmable joystick like 
the Suncom F-15E Talon, which sports four memory 
banks, four buttons, and two four-way hat switches. ^ 



Pump up the volume with Labtec’s 
LCS-3210 speakers. 



Advertisement 


IT'S YOUR FIRST DAY ON THE JOB. GET A CLUE. 



T he body wosfound bound end gagged. 

Even yout grandmother could tell this 
was no Occident. Welcome to the gripping, 
ultra-realistic world of SFPD HOMICIDE" 
where you're the chief investigator in an 
actual case from the files of Son Francisco 
homicide detective Frank Falzon. 


From collecting evidence to interrogating 
suspects, it's up to you to uncover the real 
story and moke an arrest. With 40 fascinating 
characters and 20 Bay Area locations — 
over 80 minutes of full-motion video in 
all—SFPD HOMICIDE is the most authentic 
true-enme mystery ever created. Get it at 
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TRRVEL THE WORLD. 


Dive Bon b 

NOLLYUOOD 





























lake a trip where drinking the water is tlio least 
of your worries On this tour you'll kave aliens 
firing pkoton lasers down your tkroal. 

, fckockwave Assault on PlayStation' kas over 
50 minute? of full-motion video. Aiul puts yon in 
pkoto-realistic location? around tko world wkere 
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From Daily Mysteries 
on America Online to 
Deathmatches on DWAHGO, 
your modem can plug 


Online 

You’ve been burning up your 
modem, cruising the World Wide 
Web, and haunting your favorite 
game forums. Ready for the real 
thing? Check out the newest breed 
of online games. Not just talk— 
you’re in for slick graphics, unique 
challenges, and real-time contests 
with human players. 


you into a host of new 
challenges. 

By Rick Raymo 

games—and the same old text-based adven¬ 
tures. Ironically, it’s the second-tier services, 
like GEnie, and dedicated gaming services, 
including the ImagiNation Network and 
MPG-Net, that are delivering on the promise 
of online gaming. Meanwhile, newcomers 
like DWANGO, the Total Entertainment 


As the commer¬ 
cial online services 
grow in size and 
sophistication, how¬ 
ever, they’ve begun to realize that they’ve got 
to offer gaming experiences that you just 
can’t get anywhere else—and that means 


Of course, online games aren’t new. The 
major online services have offered games— 
mostly text-based adventures—via modem 
since way back when a Georgia peanut 
farmer was chief exec (for the politically 
blocked, that’s the late 70s). While online 
games like Diplo¬ 
macy had devoted 
followings, they 
couldn’t really com¬ 
pete with games 
you could buy at 
the store—not at 

The question has 
always been, why should you pay around 
$2 an hour to play a not-so-spectacular 
game online when you can buy the latest, 
state-of-the-art extravaganza for around 
$50 and play it ’till you got tired of it—up 
to 50 hours or more? 


original games, ever-changing storylines and 
situations, and the chance to play against a 
single player across town or 100 people 
around the globe. 

Even so, the three major services— 
America Online, CompuServe, and Prodigy— 
have been more talk than action. They all say 
they have compelling online games in the 
works, but up to now it’s been mostly a case 
of simple challenges—trivia, board, and card 


Network, and the upcoming Papyrus 
Network and Confirmed Kill (for more on 
Confirmed Kill, see November 1995, page 
112 and Game News, page 116) are injecting 
new life into the genre. 

With smaller services already offering 
compelling games, and the bigger services 
locked in mortal combat to grab as many 
subscribers as possible, the scramble is on to 
get the biggest, best, and strongest multiplay¬ 
er interactive experience to home gamers—as 
soon as possible. Expert new offerings in the 
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months ahead 
from the big three, 
as well as from the 
new Microsoft 
Network (whose 
current online 
gaming consists 
only of a link to 
MPG-Net), AT&T 
Interchange, and 
News Corp./MCI 
online (Delphi), among others. 

Our exclusive look at online gaming will 
help you find the fun that’s out there today, 
and where to look for even more gaming 
excitement tomorrow. 

DWANGO 

No, we’re not talking Aussie canine here. 
DWANGO stands for Dial-up Wide-Area 
Network Gaming Operation. Touting itself as 
the nation’s premier online service dedicated 
exclusively to online gaming, these folks aren’t 
far off that mark. The company has formed 


alliances with multi- 
player-game vendors, 
starting with Doom- 
maker id Software, 
and gives you the 
chance to play 
Deathmatch or 
team-play games 
over the phone lines. 

The popularity of Doom makes 
this service a clear winner. Right now 
the games you can play include Doom, 
Doom II, Ultimate Doom, Hexen, and 
Heretic, but the company is frantically 
attempting to get exclusive licenses on as 
many popular multiplayer games as possi¬ 
ble. Terminal Velocity, Tek War, and 
Witchhaven have just been added, and 
rumor has it that MechWarrior 2 is next on 
the list, with more top titles to follow. 

If you live in one of 28 major metropoli¬ 
tan areas, you can connect with a local 
call, while those residing in the virtual 
boonies must pay extra to use a long-dis¬ 


tance number—normal long-distance 
charges apply in addition to hourly fees. 
DWANGO is adding more local service 
numbers as fast as it can. 

If you own one or more of the supported 
games, try typing DWANGO at your C: 
prompt in that game’s directory for informa¬ 
tion on how to log on. Doom/Heretic Death- 
matches allow up to four simultaneous play¬ 
ers, while Terminal Velocity gives six players 
the opportunity to wail. 

ImagiNation Network 

The pioneer ImagiNation Network (INN) 
has stumbled in the past, but is well on the 
road back to greatness with a new version 
of the software you use to connect and play 
the service’s games. Version 2.4 of INN 
adds lots of cool stuff, but the biggest news 
here is Front Page Sports’ Football Online 
in the new Arena section. Now you can 
take on players around the world in a very 
authentic recreation of the boxed retail ver¬ 
sion. Stat players will be more than 



Name of the Game 


| Service/Phone 

Monthly Rate/Games Best Bet Bad Deal 

Rate Beyond Free Hours 

Gaming Grade | 



$9.95/month, $2.95/hour 


the slick-looking word game Strike 



$8.95/month,$2.95/hour 


A variety of role-playing game 


If you're not a Doomhead, you’re out -K -k 
of luck 

No way for PC users to play 4 


ivamlil 


$9.95/month, then 195/hour 


Games to please everyone, indud- i No Windows support yet 


$2/hour via Internet; $4/hour via Great games 



j you off unexpectedly on 
| That’s it so far 


A variety of quick, satisfying chal- Nothing new 
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impressed—no waiting and exactly 
the same graphics. You even get the 
latest NFL rule changes, a player’s 
association license, and dozens of 
playbooks. Best of all, you can taunt 
your opponent in real time from the 
play-calling screen. 

The only things missing are audi- 
bles and the chance to call a time-out 
before your play begins. Oh, and 
there’s no action-play option. To¬ 
day’s online technology just won’t 
allow you to move your players individually 
in real tir 



the hands of its users. Once you get version 
2.4, you’ll finally be able to download changes 
and updates. INN’S other hitch is lack of Win¬ 
dows compatibility—it’s still DOS-only. The 
company is promising full Windows and 
Windows 95 compatibility by summer ’96. 


Football isn’t all that’s new on the service. 

Casinoland now offers personal ads to make 
it easier to find an online partner. The games 
themselves, although fun, still sack to FGA- 
style gambling and Casinoland’s denizens are 
still fond of the same ol’ tired soft-pom ver¬ 
bal banter (the area’s for adults only, requir¬ 
ing a password). 

INN’s Sierraland now has a game called MPG-Net 

Yacht (modeled after Yahtzee) that allows Talk about your terrific games-only online 
four simultaneous players. INN’s Clubhouse secret! Actually it can’t be that big a secret, 
has added Team Bridge, which is the only since it has enjoyed 800 percent growth in 

eight-player online version of bridge available the past two years, now claiming more than 

to its great lineup of card and board games. 10,000 members. Accessible via the Internet 

Coming soon: A brand-monster-spank- or the Microsoft Network (the same games 
ing-new role-playing game called the Ruins on a different server), MPG-Net offers solid 
of Cawdor is due in Medievaland. Set in the multiplayer games in just about every catego¬ 
time of Macbeth and running on the ry, all sporting high-quality graphics and 
Yeserbius engine, this game is designed to sounds. As a separate service, it’s DOS-only 
be heavy on teamwork. INN promises for the time being (a stand-alone Windows 

Ruins will have better art, a stronger story- 95 version is due by the end of the year; in 

line, and more puzzles than existing the meantime, Windows 95 users can log on 
Medievaland offerings. via the Microsoft Network). This one’s good 

On the technical side, the service has had and warrants your attention. Our only com¬ 
plaint: The system is glitchy at times, kicking 
you off for no apparent reason. 

You need special software to get connect¬ 
ed. Call and order it from MPG-Net or—if 
you can spare your PC for a while—down¬ 
load it in a few hours via FTP from 
mpgn.com. Once you’re logged in, you can 
choose Fantasy Games, Board Games, War 
Games, and Space Games. 

The fantasy section contains very fine 
role-playing games like The Kingdom of 
Drakkar and Fiefquest. Drakkar is the most 
popular (it’s very current and a proper fan¬ 
tasy role-playing game), with up to 100 
people simultaneously playing it individual¬ 
ly or as part of a party working together. 
For people who like to play in the MUD 
(text-based multi-user dungeons), MUD II is 
the sequel to British Legends, a classic that 


The Game’s the Thing 



is still popular on CompuServe 
after 12 years. Up to 50 players 
roam The Land (an above-and- 
below-ground adventure region), 
trying to gain wizard and witch 
powers. There’s a short learning 
curve and easy help for new users, 
but Drakkar is also long on con¬ 
tinuing strategy. 

Board games currendy available 
on MPG-Net include a big railroad 
sim called Empire Builder. In the 
game, one to six players design and run their 
own railroads and try to amass wealth a la 
Monopoly. You can also dig into a cutting- 
edge futuristic game called Minion Hunter, 
which is based on the Dark Conspiracy role- 
playing game. Here, you and as many as four 
other players take on four computer oppo¬ 
nents. As a minion hunter, you blend super¬ 
natural detective and mercenary to find and 
foil alien plots to destroy the world. That’s 
not all: Junta challenges you and up to five 
other players to loot the treasury of a banana 
republic. Family parlor and card games will 
soon round out the list for shorter and more 
easily accessible fun. 

War gamers will like Operation Market 
Garden (an adaptation of the Game 
Designers Workshop WW2 board game), in 
which you and an opposing general fight the 
largest airborne operation in history. Or you 
can try Warlords of the Apocalypse, a Road 
Warrior -style post-apocalyptic battle in a 
strategy/adventure setting. 

Four outer space games will round out 
MPG-Net’s offerings. The first available, 
Imperium, is an interstellar war game in 
which you build fleets and supply-lines and 
then do battle. Coming soon: Starweb, a 
graphic front-end version of the classic Flying 
Buffalo play-by-mail game. 

There’s lots more in the works for 1996: 
Planet Net is a graphical MUD that will even 
allow you to design your own graphic areas; 
Fantasy Baseball won’t have real players but 
will have management galore; Skulls, Bones 
and Buccaneers is a pirate game still early in 
development; and Citadel will cast you as a 
netrunner trying to break into data fortresses 
in 3-D cyberspace. 

Concentric Network 

This network has been around since 1991 and 
was formerly known as the CRIS network. 
Concentric lets you do two things: Hook up 
with other gamers to play modem-to-modem 
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gamechannel@yoyo.com. 

Similarly, Inspector 
Forsooth’s Sunday Mys¬ 
tery Nights and Daily 
Mysteries are real-time 
clue-collecting games that 
offer a new murder mys¬ 
tery to solve each day. 

You work alone, against I 
the clock, and against other | 

AOL modem detectives. So 
far, as many as 450 people have played at 
once, posting answers to message boards. 
You’ll need to bring your synapses to the 
party on this one. 

If you “don’t need no stinking graphics” 
to enjoy a multiplayer game, try the newest 
version of Federation. The mother of multi¬ 
player titles, Federation has been around in 
various incarnations since it debuted on a 
British service for Commodore computers in 
the early ’80s. Hundreds of AOL subscribers 


simultaneously join in this adult-targeted 
text-based blast, which has just about 
everything the power-hungry could want: 
the opportunity to garner vast wealth 
through interstellar trading, space battles, 
huge puzzles, politics, sexual innuendo, the 
chance to eavesdrop on other players, and if 
you get good enough, the joys of adding 
your own planet and 
puzzles to the uni¬ 
verse. Graphics be 

game’s addicting. 

You can find tons 
of other multiplayer 
experiences on 
AOL’s alphabetical 
the Gam¬ 
ing Channel, including . 
some that push the 
envelope of what is 
considered gaming—Foolish Games’ unusual 
e-mail betting games, for instance. You can 
also link to popular Web games by clicking 
on Get Caught in the Web (try net-classics 
like NetHack, http://www.cs.cmu.edu/afs/ 
andrew/org/kgb/www/zarf/games.html), 
join in dated-but-worthy games like Ad¬ 
vanced Dungeons & Dragon’s Neverwinter 
Nights, and be the manager of your dreams 
in Grandstand Fantasy Sports Leagues. 


games (Command HQ is a 
popular choice) via its Game 
Connection, and hook up to 
game-related BBSs and 
online games through its 
BBS Direct program. (For 
more details on BBS Direct 
see Sharp Edge, November 
1995, page 13.) 

You connect to Con¬ 
centric through some 235 
local-access numbers across 
North America. At around $30 bucks a 
month for unlimited modem-to-modem 
access, The Game Connection is a good deal. 
But if you’re more interested in playing 
Kesmai titles, the additional charges will 
quickly add up. 


America Online 

America Online (AOL), now the world’s 
largest online service with more than 3.5 mil¬ 
lion subscribers, hopes to lure gamers with 
the launch of its new Games Channel. 
Integrating its older games and quickly 
adding lots of new titles, this channel is 
AOL’s answer to the fast-moving gaming- 
only services. 

Get to the new games and game-related 
areas by selecting Keyword: Games. With 
everything from sports to game shows, the 
Games Channel also gives you a variety of 
games forums files to download and more. 
It’s friendly, easily accessible content for just 


about everyone. 

The best new offering on AOL is Boxer- 
Jam’s word-association matching game, 
Strike A Match, which you can play solo or 
against up to two other players. Developed 
by Julian Griffin, the genius behind 
Jeopardy!, it raises the stakes with incredible 
3-D graphics, a clean high-tech look, and lots 
of sounds. 

But many of AOL’s new titles don’t fit 
conventional game categories. Lasting 8 to 
10 weeks, they seem targeted at people who 
don’t generally play online games. These 
question-based e-mail games from Yoyodyne 
Entertainment are still fun, though. Prove 
your knowledge-and win big prizes—in 
You’re Not Smart Enough, Writer’s Block, 
Dialtone, Down For The Count, or the 
celebrity-scandal game Out of the Frying 
Pan. You’re competing against anywhere 
from 5,000 to 500,000 folks, and score- 
boards keep track of your position. Enrolling 
in the games is as easy as sending an e-mail to 


Will TEN Be A ten? 

DUE BY CHRISTMAS, the Total Entertain¬ 
ment Network (TEN) will initially feature 
multiplayer versions of Maxis’s SimCity and 
the beautiful Duke Nukem 3D from Apogee 



CompuServe 

CompuServe has been around since 1979 
and is still the best and biggest service for 
gaming forums—yet many of its games are 
still text-based. These guys owned the whole 
online multiplayer gaming industry in the 
early ’80s, and then virtually abandoned it. 
Up till very recendy CompuServe’s focus has 
been business and consumer services, while 
games have been a tertiary consideration. No 
longer. CompuServe has the money, it has 
the will, and soon it’ll offer the way—finally. 

Major signs of progress include technolog¬ 
ical marvels like CompuServe’s Worlds- 
Away, an animated chat area with avatars 
(see Sharp Edge, May 1995, page 16) that 
may hold promise for full-fledged competi¬ 
tive environments. Currently, though, 
WorldsAway offers little more than member- 
run scavenger hunts, trivia contests, dance 
competitions, comedy contests, a Let’s 
Make a Deal -style game, poker tourneys, 
board games, and races. In the meantime, 
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type “go games” and check out 
CompuServe’s current stable of more 
than 30 dated-but-still-interesting 
games. 

For a little multiplayer 
the game of your choice, check 
CompuServe’s MTM area, which 
intended to let you use the service 
play the most cur¬ 
rent games (Virtual 
Pool and Mech- 
Warrior 2, for ex¬ 
basis. Right now, 
though, MTM is 
limited to prohibi¬ 
tively slow 2,400- 
baud speeds and is 
metered at a whop¬ 
ping $6 an hour. 

Expect major changes in access speed and 
pricing soon. 

Other CompuServe plans include a block¬ 
buster head-to-head reality-based role-play¬ 
ing game that will deliver geo-political 
intrigue and puzzles in a high-tech graphical 
environment. 

GEnie 

With its relatively small subscriber base of 
some 75,000 members, GEnie isn’t in the same 
league as AOL, CompuServe, Prodigy, and 
MSN. But it beats out the major players with 
its high-quality, real-time multiplayer contests. 
All of its more than 30 games feature high-res 
graphics, hundreds of players at once, and top- 
notch sound. You play these games via a new 
Windows front-end that you install on your 
system from a free membership CD-ROM. 


and GEnie becomes a 
strong online gaming 
contender. 

The biggest gaming news at GEnie is an 
upcoming version of Interplay’s Descent that 
adds new levels, hovercraft, weaponry, full 
tournaments, and a new level every week. 
Expect to see it online by Christmas. 

Other games in development include 
Interactive Broadcasting’s Armored 
Assault—a multiplayer tank polygon-battle 
game—and Spectrum HoloByte’s officially 
licensed version of Magic the Gathering. 

GEnie’s most popular existing games 
include Kesmai’s Air Warrior, which pits you 
against other pilots in a vast multiplayer bat¬ 
tle for ownership of the skies (for other 
places to play this classic, see “The Game’s 
the Thing,” page 97). Other popular contests 
include robotic showdowns in Battletech and 
Cyberstrike; Simutronics’s text-based crime 
adventure Modus Operandi (for a full review 
see September 1995, page 74); and the classic 
RPG GemStone. 
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For Mac Gamers Only 

Apple’s eWorld is currently a Mac-only ser¬ 
vice, so that tact right there cuts out the 
majority of gamers. However, a Windows 
version of the software is expected by the 
end of the year. In the meantime Mac 
gamers can play a handful of multiplayer 
games in the Arts & Leisure Pavilion, includ¬ 
ing several role-playing games in the 
Electric Adventurer forum. You’ll also find 
quick games from Yoyodyne, but currently 
the new games available on AOL (You’re 
Not Smart Enough, etc.) can’t be played 
here yet -Christine Grech 



Prodigy 

Like CompuServe, much of Prodigy’s game 
action seems a bit dated. Over the past few 
years, millions of players have enjoyed the 
weekly trivia games Guts and Frantic Guts. 
Other choices include Rebel Space, an aging 
science-fiction game; Madmaze, an outmod¬ 
ed but fun graphical adventure that offers lin¬ 
ear maze-crawls; and bunches of quick/small 
games that deal in everything from words to 
humor—like NTN Trivia. To get there 
Jump: Games Central. 

Prodigy claims that multiplayer gaming 
from the big developers is a top priority and 
that big announcements are in the works. 
We’ll keep you posted. ^ 
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Virtual reality and'Frtpfnights make a great combina- 

tion-and we're not talking about the ilWated, out-of-touch VR.5 TV series. Nope, 
^£his is the real thing, and it's a much better way to kick off thejjgekend than sit- 
in front of the tube, or even in front of your computer wearing one of those 
ne-VR headsets that turn Doom II into a^ort-of-3-D spectacle, 
d virtual reality" is a fancy term for describing what's really a 
state-of-the-art arcade. You’ve probably already visited (or at least heard of) VR 
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chains like Virtual World and CyberMindijwhich pioneered the phenomena by 
letting patrons don VR gear and p&jrgames against real people. The popularity 
of these attractions has resulted in the birth of an entirely new industi 
look back at early VR offerings, see “Sweaty Palms," January 1994, pagc^ 

While you car^mcWj^xxj^tashed in the back of arcades across the a 
try, the new viiiial-reality Meccas are strictly for grown-ups. Many offer othe? 
amenities thatHHihem perfect for a nibht on the town: full-service bars and ^ 
restaurants; lower-teeh activities like pool, movies, and video games; and the 
g hole. In fact, many of these new sites are 
:d national franchises. 
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scene. Either way, it's competitive, 

To help you c 
new VR spots for grown-ups: Block Party, 
well as what's new at old standbys CyberMin 
find out about even more exciting VR center 


j up around the country to offer 
irtual-reality night spots has its 
e make virtual reality the star of 
y into an overall entertainment 


the lowdown on the three hottest 
ve & Buster's, and UA Starport, as 
I and Virtual World. Plus, you'll also 
and rides that are in the works. 
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Blockbuster Entertainment-the movie- 

evenings with a video and some popcorn. The cor 
massive indoor entertainment complex for adults— 
ent-that features five main attractions, including 
testing the Block Party concept in Albuquerque anc 
out of the house with discounts for Blockbuster Vic 


ental people-are hoping you don't spend all of your 
pany's newest entertainment foray is Block Party, a 
;ids younger than 16 must be accompanied by a par- 
:wo VR areas. In fact, Blockbuster, which is currently 
Indianapolis, even gives members an incentive to get 
:o-card holders. 


Block Party is about half high-tech fun and half more traditional fare. Its Virtua Alley houses two sets 
of Virtuality pods that currently let you play VR classics Zone Hunter, a cooperative shooter in which you 
try to blast aliens, and the competitive Dactyl Nightmare, in which you try to stay out of the Dactyl's way 
and collect dinosaur eggs before your opponent can. (For new Virtuality games likely to show up at Block 
Party soon, see "Along for the Ride," page 105.) While not on the cutting edge, for around $3 a pop 
these games are an inexpensive way to get in on the VR fun. 

A unique (though not interactive) experience can be had in Go Motion Pictures, a motion theater cre¬ 


ated by VR developer IWerks. This 1! 





a big-screen VR experience. 
Block Party plays six differ¬ 
ent films each hour, includ¬ 
ing The Rattler, a roller 
coaster simulation, and Dino 
Island, an animated, Jurassic 
Park -style exploration. 

You get to Virtua Alley 
and Go Motion Pictures from 
Block Party's “Main Street" 
area; from there you can 
also check out the Power 
Grid, a climbing structure for 
big kids, complete with plas¬ 
tic balls and slides; Flippers, 
a video arcade; and Soup 'er 
Bloopers, a sports cafe. 
There's also a newsstand, a 
store, and a party room. You 


$20 credit you buy, Block Party kicks in an extra $3, and 
Blockbuster members get an additional $3 credit. 

With Block Party's layout, ambient sound effects, bright lights, 
and whimsical decor, the place feels kind of like an indoor 

I Disneyland. Blockbuster plans to expand the Block Party concept 
across the country soon. 


Location, 




• 'ff-: ■ 


ELECTRONIC ENTERTAINMENT • December 1995 103 






UA Starport 


Dave & Buster's takes the same approach as Block Party- 
art adult playland that mixes virtual-reality attractions with 
I other grown-up games, only much bigger. The original Dave & 

I Buster's in Dallas sprawls some 40,000 square feet, while the 
company's flagship location on the Philadelphia waterfront 
covers a whopping 70,000 square feet (an esti- 
ited 6,000 to 8,000 people make the place hop 
nd nights). 

t space leaves room for lots of different enter¬ 
tainment, including virtual reality. D&B's ' 

Million Dollar Midway offers Virtuality classics j» 

like Dactyl Nightmare and Namco's venerable Fli( i 
Galaxian theater, in which you and five other 
gunners play a space-combat game on a 15- 
foot screen. Or take a swing at The 19th Hole, " 

a golf simulator where you swing real dubs ? ^ 

to hit real balls against a huge screen. 

But the biggest VR push is found at the @jj 

Atlanta and Houston locations, where D&B has a full- 
fledged Virtual World Outpost. As at other Virtual World 
locations, you can play BattleTech and Red Planet. There's 
also Virtual World's familiar Explorer's Bar, where you • ' —.. 
can hang out before and after matches. 

Dave & Buster's also features other restaurants . ;-.v 
and bars, bowling, "for-fun" gambling, billiards, a 
slew of video, pinball, and carnival games, and 
lots more. Kids younger than 21 must be accom- 
panied by a parent, and after 10 p.m., no kids are „ 

allowed-period. Look for two brand new Dave & „ at V 

Buster's locations in Chicago soon, with the com- L ; - 




fjj United Artists Starport is another big name getting into the 
virtual-reality game. The UA Starport combines a traditional movie 
theater and virtual-reality center. The first Starport location in Dallas 
added a Virtual World Outpost to an existing eight-plex, and topped 
it all off with a Showsean motion theater, VR gliders, and a sprinkling 
of Virtuality machines. A branch of the nationally franchised laser-tag 
center Qzar is conveniently located next door, 
took for Virtu il UA’s second Starport, in Indianapolis, has an 

even larger movie theater and a full food court. 
• ’' 1 ' There are no age restrictions, so expect to see 

lots of kids and teens mixing with the adults, 
iga United Artists is using its first two Starports to test various combi- 
nation of attractions. Once it comes up with the optimum mix, expect 
jjP to see Starports popping up all over the country. 






ill in Virtuality's 








CVBtH OINfB, 


Virtual World's 26 worldwide centers are bolstering their 
BattleTech and Red Planet offerings with Voyage to Atlantis (due next 
year). You and seven companions pilot a virtual submarine and explore 
the ruins of the mythic city. Things get lively when an undersea vol¬ 
cano erupts and you must work together to save a trapped submarine. 
Voyage to Atlantis will debut on the company's existing platform, but 
will then be available on the next-generation Tesla System-with more 
realistic sights and sounds, along with additional controls. 


Virtually 








You’re standing over a 20-foot putt, and as an expec- 
hush falls over the crowd this huge 8-foot-tall guy with 
arms walks out onto the green and does this like, 
kick that shatters your jaw in 3 or 7 places and 
you’re running low on lives so you jump in your T-80 tank 
do 65 mph heading for the trees (slowing to 55 for the 
traps) wasting spectators and oops your caddie 
the way and you’re racking up the points and feeling 
pretty good when all of a sudden you hear this beep-beep- 
beep-beep alarm go off and you’ve got a bogey on your tail 
so you drop some chaff and try some evasive maneuvers 
but to no avail and this explosion rocks you hard and both 
engines are out so you hit the eject button and suddenly 
you’re floating and down below you see these trees start 
to materialize and your caddie, somehow miraculously 
back alive, says “bogey” and you look up but he just 
means you missed the putt and you missed it bad. 

It’s sort of like that, but with more colors. And faster. 




The RISC chip endows the Power Macintosh’with processing speeds up to four times faster than your average PC,* resulting in 
unparalleled speed, smoother action, way-cool graphics- all without “dip” switches or goofy key commands. Myth-Exploder 
Statement #2: there are plenty o’ killer games to choose from, and more coming every day. Tb find outwhat else ait 
you could do if this powerwere inyour hands, check out our web site: wwwapple.com/games/You, a Mac, the world, 












What'$ bugging you? Life as a cockroach 



too toucjh.? 'these tips will keep you crawling 




graphic realism to a disgusting new level. 
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Essentially, "bad mojo" means a ter¬ 
rible, powerful magic. As the title of 
Pulse Entertainment's latest game. 
Bad Mojo is perhaps the understate¬ 
ment of the year. In this deeply macabre, yet refresh¬ 
ingly unique adventure game, you become one of the 
most disgusting life forms on the planet-a cockroach. 

You play the part of Dr. Roger Samms, a rather dis¬ 
turbed young man who is transformed into a cock¬ 
roach by a mysterious, ancient locket. The entire game 
takes place in a defunct watering hole on the San 
Francisco waterfront called Eddie's Bar. (Literary types 
beware: While Bad Mojo may reprise the cockroach 
transformation from Kafka's Metamorphosis, that's 
where the similarity ends.) 

With few initial clues, you must unravel the mystery 
of your tortured past by exploring the bar and observ¬ 
ing its inhabitants from your new floor-hugging per¬ 
spective. Puzzles range from safely navigating a roach 
trap to figuring out how to kill a rat that wants you for 
dinner. You can die up to three times per screen-then 
you're sent back to the beginning. 

You view Bad Mojo's world mostly from a top- 
down perspective. Video segments that provide clues 
and advance the game's story are interspersed 
throughout its 780 navigable, 3-D-rendered screens. 


One warning: If you're cursed with a squeamish 
stomach, Bad Mojo is probably not for you. A roach's 
world is by no means pretty. You'll be surrounded by 
dead rats, mutilated catfish, spiders, squashed 
insects, roach traps, and cigarette butts—all rendered 
in superb, photorealistic detail. 

And you'd never guess that being a roach could 
3 be so much fun. You can do just about anything a 
y roach can do: crawl over, under, and through 
objects; manipulate small items with your armored 
g noggin; climb walls like Spider-Man; and even inter- 
t act with the odd bug, mouse, and slug you encounter 
e in your travels. 

v With its detailed graphics, superb sound, and 
unraveling mystery. Bad Mojo may be similar in 
y scope to Myst, but it's safe to say there's never been 
^ a game experience quite like it. So scurry aboard our 
^ Guided Tour for hints and tips on how to stay out of 
t Raid's way and get through the basement, Eddie's 
bedroom, and the restroom-the first three of Bad 
Mojo's six massive rooms. (Pulse Entertainment; 310- 
264-5579; not yet priced) 

S70I LtK$! 

Read no further if you don't want to know how it's done! 
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The radio is very important, but 
you must find a way to fix it. 
First, find a way inside and then 
apply a strategy similar to that 
used for the vacuum puzzle. 
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Microsoft 


INITIALS 


You play games like a natural bom gamer. 
Enveloped in digital optical technology, 
you fire with the accuracy of an eagle 
packing high powered binoculars. 
Every minuscule move you make is 
transmitted quickly down the line of fire. 
Every handle rotation, a new twisted 
Sidewinder™3D Pro gamer viewpoint. 
You and the joystick are one. 
And this is one joystick that never begs for mercy, 
as its optical tracking system has no moving parts 
to grind or molest. 
Bullets curse when they miss, listen. 
It’s a phenomenon known only by those who choose 
a joystick that needs no re-calibration 
and tracks you at the speed of light. 
This is the jet black void of the gaming experience. 
This is the Sidewinder 3D Pro joystick, compatible 
with all MS-BOS®—based and Windows®95-based games, 
the elder of the Sidewinder joystick family. 
All the dexterity of a gaming demigod is yours to 
call upon, and with one finger you vent retribution 
every shiny dark destructive heart. 



TED 

skuiIiS 











If you have braved the online flight sim 
Confirmed Kill (CK), you know it features 
the fiercest dogfights around. But compared 
to recent political infighting between the 
game’s creators—ICI and Domark—CK 
looks more like United’s friendly skies. 

Id, designer of the original CK’s flight 
model and online component, severed its ties 
with Domark, which supplied the graphics engine and 
name, in late September—two months before IQ was to 
release the commercial version of CK. Around the same 
time, IQ enlisted Graphic Simulations and its Hornet 2.0 
engine for a new front end. 

So what does this mess mean to game players? According 
to IQ, the new version is slated to be up and running on the 
Concentric gaming network and commercially available 
through the Internet this month. Other than being slightly 


faster and featuring sharper graphics, IQ says it will be 
essentially the same product. Finally, Graphic Simulations 
will also release a boxed single-player version of the game. 

Meanwhile, Domark says it will release its own online 
version—still called Confirmed Kill—with a different 
flight model in the near future as well as its originally 
planned single-player boxed version. 

Why the breakup? ICI says it felt frustrated by what it 
called a lack of cooperation from its partner Updated 
graphics were not sent in a timely manneg and ICI was 
not happy with the quality of the artwork when it did 
arrive, says Robert Salinas, ICI’s vice president of sales 
and marketing. In addition, the company felt pressured to 
accept an offer by Domark to buy them out. 

However; most of all, the company says Domark took 
unreasonable credit for CK’s creation. IQ’s president, Dale 
Addink, wrote CK’s force-based flight model and the 
source code that makes game play possible online. However; 
Domark, specifically Bryan Walker; has been cited as the 
developer and designer of CK in many magazines. 

“Basically, we were sick of not being acknowledged 
and felt Domark was doing their best to hide us in an 
effort to make themselves look better;” says Salinas. 

Domark refused comment at press time, issuing only a 
short statement that said: “Domark does not agree with 
ICI’s assertions and is disappointed that they did not see 
fit to approach us directly with their reservations before 
terminating our contract.” 

Who knows, there may be a silver lining in the 
Confirmed Kill debacle for game players. Instead of two 
online flight sims to choose from, CK and Air Warrior; 
now there will be three. —Steve Klett 


Scouting Report 

Game News You Can Use 

Gamers eager to see what Windows 95 can 
really do can get a taste of the future right 
now on Microsoft's low-priced Windows 95 
game sampler. Included is at least one 

as well as several new missions, weapon: 
and underwater and snow-covered terraii 
Finally, a Windows 95 version of Meet- 
Warrior 2 will ship by the end of the year. 
Check out U.S. Gold’s ShellShock, a first 

5, in an M-13 Predator Battletank. Beyond fully 
l. texture-mapped environments, elaborate 
i- cut scenes, and multiplayer support for the 

PC version, fullback William Floyd of the San 

1- Francisco 49ers provides the gritty rap 
soundtrack. 

Spectrum HoloByte will kick off its new 

Windows 95 games from companies such as 

7th Level (Battle Beast), Accolade, Bullfrog, 
Electronic Arts, id Software, LucasArts, Papy¬ 
rus (IndyCar Racing 2), Reality Bytes, and 
Trimark Interactive (The Hive). 

Heads up, MechWarrior 2 fanatics: Acti- ‘ 
vision is releasing a free multiplayer game ! 
patch called NetMech over the Internet. It ' 
will support eight-player matches over any | 
local-area network, as well as one-on-one : 
grudge matches via modem. Also in the : 
works is the Clan Ghost Bear Add-On i 
Package, featuring at least 10 new Mechs, i 

M 

“World Circuit Racing” line based on the 

FIA Formula One license with Grand 
Prix II for DOS. In addition to slick 
graphics, it will feature all 16 circuits 
from the 1994 Formula One racing sea¬ 
son. The strategy game Grand Prix 
Manager will follow. This time, you step 
out of the pit and into the world of motor 
sports management-responsible for 
attracting sponsors and calling the shots 
s trackside. Finally, the holidays will mark 
- the launch of Spectrum’s “Classic 

3 Series" and “Players Choice” brands, 

J which consist of re-releases of previous 
s titles, such as X-COM: Terror From the 
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Deep, for Windows from $14.99 to $32.99. 

Grolier Electronic Publishing continues its 
march into the game market this month with the 
full-screen, full-motion-video title Terror 
T.R.A.X., in which you track down futuristic 
vampires, and the sharp-looking golf simulation 
Greg Norman: Ultimate Challenge Golf. 

Golfers should also keep an eye out for Nick 
Faldo’s Championship Golf Challenge on 
DOS CD-ROM from Art Data Interactive, which 
includes eight computer opponents, several 18- 
hole courses, and a comprehensive coach sec- 



Domark’s upcoming space shooter Terracide, 
graphically enhanced by Rendition's 3-D 
accelerator chip, should turn heads. 


high-resolution 3-D graphics, and an intriguing 
fantasy storyline. 

Interplay and Acclaim have struck an agree¬ 
ment to bring more fighting and sports games 
to the Mac. In early '96, Interplay’s MacPIay 
division will ship Mac versions of Acclaim 
favorites Mortal Kombat II and NBA Jam 
Tournament Edition. 

Responding to pressure from the Sony 
PlayStation, Sega has cut a hundred bucks off 
the price of its Sega Saturn, which is now avail¬ 
able for $299. A version bundled with Virtua 










I 



This surface glitz m»l\ Hilling 







ahead for dues (like floor depressions or 
camera mounts) about what’s coming up 
next. That means that playing one of the 
game’s 15 missions can take anywhere 
from one to three hours, even if you know 
what you’re doing. 

You can move the Crusader around with 
the keyboard, but using the mouse in con¬ 
junction with certain keys is a better choice. 
Use the mouse to control direction, and rely 
on the keyboard to activate a variety of 
stances and actions. Essential moves include 
a gun-at-the-ready quick-step, crouch and 
fire, sidestep, and tuck-and-roll. You’ll need 
to learn them all to dodge bullets, lasers. 


blow up. Be careful what you blow up though—you 
may need It to complete your mission. 






DvENTUR! 


vIE 


Frankenstein: 
Through the Eyes 
Of the Monster 


By Ann M. Marcus 


Mary Shelley’s compelling 1818 story of Dr Frankenstein 
and his attempt to play God has spawned some great entertain¬ 
ment over the years: The 1931 classic Frankenstein starring 
Boris Karloff as the Doctor; the 1943 thriller in which the mon¬ 
ster (Bela Lugosi) meets the Wolf Man (Lon Chaney, Jr); and 
Young Frankenstein, the hilarious 1974 spoof by Mel Brooks. 


Now Interplay puts a new 
twist on the tale in its stunning 



Come down to the lab... 


successfully, you’ll need to explore and harvest an assortment 
of objects—a wooden beam, an axe, a crowbar; and scientif¬ 
ic notes—from nearly 40 different locations. 

Each room in the casde; its furnishings, accessories, scientific 
equipment, and machinery; and the surrounding grounds are all 
exquisitely rendered in great detail. There’s even an underwater 
sequence in which you’re attacked by a giant octopus. The secret 
passages, wine cellar; hedge maze, caverns, and tunnels provide 
ample opportunity to get seriously lost. The sound effects are 
terrific, and the music is compelling and changes frequently 
enough to stay interesting. The hand-shaped mouse cursor con¬ 
trols the game, pointing left, right, or forward depending on the 
situation’s options or turning to a grasping posture over hot- 



CD-ROM game Frankenstein: 
Through the Eyes of the Monster 
This time, you are the creature— 
constructed of parts salvaged 
from other unfortunate humans. 
Tun Curry plays Dr Franken¬ 
stein. Surely you’ll remember him 
as Dr Frank N. Furter in the 
1975 cult classic The Rocky 
Honor Picture Show, a kinky 
adaptation of Shelley’s story. 
Here again, Curry plays the Doc 
with a swagger and a biting wit— 
but this time without the merry 
widow, garter belts, and lipstick. 
The evil, sardonic sdentist-gone- 
mad is hell-bent on perfecting a 
life-giving element 
that will make him 


Besides the Doc, you’ll encounter a few other characters 
from the novel, including the henchmen, Sara, Vladimu; and 
Gabrielle (your daughter). 

However, it is the Doctor himself who remains central 
to the plot, and you will encounter him many times. 
When you do, he’ll often reveal various bits of informa¬ 
tion about what happened to you and what nefarious 
plans he has in mind for the world. Be careful: If you make 
him angry three times, he will shoot you. You’ll also talk to 
yourself quite a bit, which fills you in on some of the details 
of your past. 

In the end, if you make 
all the right moves, you’ll 
be treated to a happy end¬ 
ing. Of course, you’ll still 
have to enjoy it in your bor¬ 
rowed body. 


With the major¬ 
ity of your previous life’s memory and conscious¬ 
ness still intact, you must uncover the mystery 
that led to your demise and resurrection, and try 
to come to terms with the nightmare of awaken¬ 
ing in a body whose parts are not all your own. 

When you do first awaken—to Dr Frank¬ 
enstein’s great delight—he greets you with a 
friendly injection of morphine, which he giddily 
shares to celebrate your rebirth. You black out 
briefly, and when you awaken again—alone this 
time—you notice in horror that your arms don’t 
match: your left is a woman’s, your right a man’s. 

From there, you slip off the slab and are 
free—for a while anyway—to explore the Doc¬ 
tor’s great stone castle. To get through the game 
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Creators Edition 
F.a stem^ li’adif Sards , 

New SkyBox Master Series: Creators Edition Trading Cards are the most 
imaginative cards ever produced, featuring 95 all-awesome paintiogs 
of all-oew characters from the fertile minds of hot artists like Julie Bell, 
Brom, Dave Dorman, Dave McKean and DrianStelfreeze. Each painting is 
reproduced on premium SkyBox cards, with a blaze of multi-colored foil, 
plus bonus cards to die for the first embossed Spectra cards, flat alone 
would make this the most unique card line in history, but there's more... 


INTO THE VORTEX CD-ROM 

It didn't seem fair to leave these fantastic paintings behind DV coating, so SkyBox has 
unleashed them full-force in cyberspace, where they occupy nine breathtaking worlds in the W 
new SKYBDRG: INTD THE VBRTEX CD-RDM game. This cross-platform game marks the beginning 
of a new era in the gaming world, a mind-bending team-up of action, intellect, and artistry ^ 
unlike anything ever seen before on CD-RDM. And you're in the middle as SkyBorg, a lone | 

cyborg on a mission to save the world. You'll need all your arcade and puzzle-solving skill % 

to be successful, and the cards will enhance your efforts. 

/ /wwtt. ; skvb oa£-cam/ skybox j 

THE FIRsS^/ER INTERACTIVE CARD LINE. 


GAMES — 



Ripper 

By Bill Meyer 


Review 


click, and initiate a 
video-clip conver¬ 
sation from the 
game’s more than 
2 Vt hours-store of 
full-motion-video. 




of Victorian 
London’s Jack 
the Ripper 
and this looks 

like yet another graphic example. Blood covers the floor and 
walls and soaks a nearby computer While there, you spy a 
familiar face: Detective Vincent Magnotta, played by sea¬ 
soned film actor and Pulp Fiction star Christopher Walken. 
Magnotta’s nervous, and with murders like this piling up, it’s 
easy to understand why. 

As game play begins, it’s time to do your best bloodhound 
impersonation as you try to sniff out clues in a variety of futur¬ 
istic/Victorian 3-D environments. You’ll interact with more 
than 30 bizarre video characters, including David Patrick 
Kelly from The Warriors and Twin Peaks, Jimmie Walker 
from Good Times, and the omnipresent John Rhys-Davies of 
Raiders of the Lost Ark, Sliders, and Wing Commander III. 

Ripper evokes its graphic, dark, adult personality with a 
new first-person perspective that lets you snoop, gather clues, 
and pick up important items. You’ll see yourself only when 
you encounter other characters; address them with a mouse 


Take 2 says it added the elements of classic horror and gore 
to the game to build suspense and actually scare players. That’s 
why you watch a trio of innocents get carved up before the game 
even begins, while another pair give up the ghost during the 
game itself. One victim loses not only his lunch, but also his large 
intestine as the mysterious killer splits his belly from end to end. 

Other potential targets somehow survive the Ripper’s 
attacks, including your partner and love interest Catherine 
Powell (Tahnee Welch, Raquel’s equally adorable daughter), 
who collapses into a coma. Scores of distressing ambient nois¬ 
es, classic screams, eerie voices, and rapid-fire images will also 
help keep you on the edge of your seat. 

More gritty realism comes via the R-rated script. Detective 
Magnotta spews streams of profanity as he interrogates pros¬ 
titutes and drug dealers at the Greenwich Police Station. 
Suspect, cyber-psychotic, and knife collector Joey Falconetti, 
played by Kelly, doesn’t 
spare sensitive ears either. 

should also steel themselves 
before entering the Tribeca 
Center for Cyber-Cognitive 
Studies, where you’ll meet 
the mysterious and suspi¬ 
cious Dr. Clare Burton 
{Animal House’s Karen 
Allen). Pathologist Vic Far¬ 
ley, played by Peter Boyden, 
casually smokes and eats as 
he carves up the bodies. 


Serious gamers should enjoy cracking some 40 puzzles— 
from breaking into personal audio journals to decrypting 
police scrambles—and battling giant rats in cyberspace in the 
vein of Creature Shock. But Ripper should also appeal to hor¬ 
ror fans in the mood for a good scare. 




Lippeg Take 2 Interactive’s macabre murder-mystery 
game, threatens to upstage Phantasmagoria as a purveyor of 
adult content in games. Sure, Phantasmagoria boasts that dia¬ 
bolical swinging axe device, but Ripper will serve up buckets 
of blood, a dictionary of salty language, and a cornucopia of 
twisted details you wouldn’t want to discuss over dinner. 

The carnage begins in New York City, circa 2046, as you 
step into the shoes of Virtual Herald reporter Jake Quinlan, 
• not the only star P^ a F e£ * by newcomer Scott Cohen. After a 
moody and chilling video introduction, 
you’re led to a murder site. As Quinlan, 
you’ve been covering a series of gruesome 
killings that have all the trademarks 
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I Have No Mouth, 
And I Must Scream 



By Donald St. John 

^■ucky you. You’re one of the last five people left in the 
whole universe, stuck in the bowels of the Earth, and the 
other four are wholly repugnant, tormented souls that no self- 
respecting human would be caught dead or alive with. Then 
again, you’re repugnant and tormented too. All of you are 
under the control of an insane supercomputer that’s doing the 
tormenting. And it looks like there’s no way out. 

Welcome to the deranged world of I Have No Mouth, and 
I Must Scream, an adventure game on the way from 
Cyberdreams. The game is based on the famous short story 
of the same name by science-fiction master Harlan Ellison. 

Lock up the kiddies, folks, because this one ain’t pretty. 
Psychic torture, grisly physical transformations, rape, double¬ 




dealing—all that 
and more are the 
stuff of I Have 
No Mouth. In 
some respects, Do you have anything on under that skirt, 
you’re playing a Anullis? 

standard adventure game: Find the objects you need to solve 
puzzles, get knowledge, and achieve your goal. But this game 
will ask a lot of you in terms of the psychological and ethical 
choices you’ll make during game play. 

For those familiar with Ellison’s prolific writings, the 
moral dilemmas will come as no surprise. Although the vitri¬ 
olic Ellison favors futuristic settings, he avoids ray-guns and 
other sd-fi cliches in favor of such themes as alienation in 
modem society, free will vs. compulsion, and the dehumaniz¬ 
ing effects of increasing mechanization. This game concen¬ 
trates on that last theme, albeit with the chance for a happier 
ending than you frequendy find in Ellison’s writings. (Keep in 
mind that the game’s title was the last line in Ellison’s story.) 

Cyberdreams, working closely with Ellison, has hewed 
closely to the original story while adding the necessary gaming 
elements. You play as one of the five characters: Gorristeq a sui¬ 
cidal loner guilty over his wife’s death; Ellen, a prim engineer 
who turns into jelly at the sight of anything yellow; Benny, a 
former military general transformed into a slobbering simian; 
Ted, a suave but extremely paranoid socialite; and Nimdok, a 
scientist who apparently conducted Nazi-like experiments. 
Whichever character you take on, the goal is simple: Escape to 
the surface and away from AM, the mad supercomputer who 
exterminated the rest of humanity and exerts a warped control 
over the remaining five. (Ellison does AM’s voice.) Lose, and 
you’ll continue living in your own private Idaho. 

Judging by an early preview version, the game’s graph¬ 
ics are frequently uneven. Environments are rendered with 
fine detail, with most of the action occurring in Gothic- 
style rooms or subterranean caverns. But not much effort 
seems to have been spent on character movement, which 
isn’t overly realistic. Cyberdreams has done much better 
overall graphical work in Dark Seed and the H.R. Giger 
Screen Saver; it seems the eye candy here may have been a 
bit of an afterthought. 

Indeed, the lion’s share of the attention seems to have gone 
to the story. You’ll have to make constant choices as you look 
for items, not all of them simple. Game play is basic and easily 
mastered; it’s a typical set of walk/talk/pick-up/use commands, 
with conversational choices sprinkled throughout. You’ll 
encounter many other characters—some real, some appari¬ 
tions—who yield much of the information you’ll need. Still, 

with the other four 
prisoners—and, 
more importantly, 
with yourself and 
AM—that determine 
the outcome of this 
fascinating tale. 
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UNCOVER SECRETS OF THE 
DEEP,..DISCOVERIES 
THAT Mat CHANGE 
THE COURSE OF MANKIND OR 
END ITS EXISTANCE 








You play Panic In The Park via a first-person perspective 
similar to Myst. Each of the games is played with the mouse, 
with most merely requiring you to click the button at the right 
time. Panic In The Park is surprisingly short when you con¬ 
sider it ships on three discs. I played through it in roughly five 
hours, and I cheated only once (for the cheat, see tips below). 
However because any one of nine characters can be the thief 
and there are multiple hiding places for the deed, developer 
Imagination Pilots claims Panic In The Park has more than 


The game pulls a Jeckyl and Hyde when it comes to sound. 
Audio effects in the game booths are superb, as is the charac¬ 
ter dialogue. Unfortunately, though, there are no ambient 
sounds when you’re exploring the park. The simple addition 
of chirping crickets or even faint carnival music in the back¬ 
ground would have been a nice touch. 

Otherwise, Panic In The Park is a quality game. The smooth 
video segments run full-screen and in perfect sync with the 
audio. The game’s graphics are simply superb, giving Skyview a 
believable 3-D look and feel. And each of the games is well- 
designed, appropriate, and just plain fun to play: Gopher Gong, 
in which you pound furry little rodents with an exceptionally 
large mallet, is a personal favorite. Just like a real amusement 
park, Panic In The 


(Everybody lo' 


dy loves the rides, the cheesy midway games, and 
the equally cheesy atmosphere of a favorite amusement park. 
But nobody cares for the crowds, grime, and long lines that 

WamerActive’s Panic In The Park gives you Skyview Park 
all to yourself—complete with a pocketful of change. There’s 
just one tiny problem. It seems the park’s founder has died 
and his twin daughters—both played by Playboy playmate 
and former Baywatch star Erika Eleniak—are feuding over 
Skyview’s future. Jamie, the nice twin, wants to save the park, 
while her evil sister Janie wants to tear it down. (Both remain 
conservatively dressed from start to finish, so if you’re look¬ 
ing for a cheap thrill, look elsewhere.) A deed, giving owner¬ 
ship of Skyview to its employees, has been stolen. If it’s not 
found by morning, Janie gets her way. 

To find the deed, you—the town’s reporter—must wander 
through the park, play all of its games, and listen carefully to 
what its employees tell you. There are four game concourses 
in the park, each with three games. Games range from skee- 
ball and shuffleboard clones to the more original Crossing 
The Chasm game, in which you play Evil Knievel. Win all the 
games in each concourse, and the third game’s vendor will 
give you a special coin. Collect all 
four coins to gain entrance to the 
Oracle’s chamber Solve its riddles 
and you’ll uncover the location of 
the deed and, eventually, the thief. 
















Guess what the Cardassians and 
Bajorans will be giving this gear? 


mmiiu 




5ay happy holidays to the STAR TREK 
fan on your list in a very interactive 
may with the incredible new Star Trek™ 
Emissary Gift Set, Featuriny the 
highly acclaimed Star Trek: The Next 
Generation™ Interactive Technical 
Manual CD-ROM, Star Trek: Deep 
Space Nine Harbinger™ Holosuite 
Missions CD-ROM, “Star Trek: Deep . 
Space Nine™ Emissary” the series 
pilot on video, and Star Trek™ 
Conversational Klingon, an audio CD 
product, this amazing set is packed 
full of intergalactic adventures, 
excitement, and fun! 


Star Trek: The Next Generation™ 
Interactive Technical Manual 
This award-winning CD-ROM is the ultimate 
STAR TREK: THE NEXT GENERATION fantasy, 
featuring a QuickTime"' Virtual Reality tour 
of the U55 Enterprise, and everything 
you'll ever want to know about life aboard 
a 25th century Federation Starship. 

Far Windows'"3.1 and Windows"35 

“Star Trek: 

Deep Space Nine™ Emissary” 

You won't find this feature-length pilot for 
sale at your local video ootlet. See how it 
all began for the Bajorans, Cardassians, 
and crew of OSB. 87 minutes on VHS 


Star Trek: Deep Space Nine 
Harbinger™ Holosuite Missions 
Experience the incredible 3-D action of the 
Holosuite Missions as you investigate the 
murder of a Federation officer, battle 
deadly drones, negotiate high stakes 
engagements...This gripping, fully inter¬ 
active ED-ROM teaser introduces a whole 
new dimension in STAR TREK adventure. 
For MS-DOS on CD 

Star Trek™ Conversational Klingon 
From Marc Okrand, creator of The Klingon 
Dictionary, comes an audio program that 
can teach anyone to speak Klingon. Be a 
Klingon...or at least speak like one. 


VIACOM 

newmiDia 


A Welcome Holiday Offering 
On Any Planet. 

™ & © 1995 Paramount Pictures. All Rights Reserved. 






ver wondered 
what it would be like 
to be a spy—Jack Ryan 
in one of Tom Clancy’s 
political thrillers, or the 
re 007 in the James 
Bond flicks? If so, 
Activision may have 
just the game for you. 

In Spycraft: The 
Great Game, which 
Activision plans to re¬ 
lease by the end of the 
yeaq you’ll take on the 
role of rookie CIA 
spook Thorn in the 
dangerous, high-tech 
world of international 


sian elections in 1996 set the stage. A Russian presidential 
candidate is assassinated, and it’s up to you to find out who 
did it. From there, the plot snowballs until you find yourself 
making life-and-death decisions that could mean the end of 
world order as we know it. 

In an effort to provide both a believable story and realistic 
game play, Activision enlisted some impressive hired guns: 
William Colby, former director of the CIA; Oleg Kalugin, for¬ 
mer KGB major general; and James Adams, a leading inter¬ 
national intelligence and terrorism correspondent and author 

Spycraft blends 35mm film, digital-video footage, still pho¬ 
tography, and actual stock footage from the CIA, which lends 
a movie-like look and feel to the game. You view the action 
from a first-person perspective, through Thom’s eyes. All the 
latest high-tech spy gadgets 
will be at your disposal, 
including advanced satellite 
imaging and a futuristic 


personal digital assistant, a hand-held computer that provides 
the Global Intelligence Network. You’ll also 
lead small teams of elite special forces troops on vari- 
throughout the game—similar to how Tom 
Arnold directed Arnold Schwarzenegger from the CIA van in 

Activision also plans to include an online element to make 
the game feel even more current. Each week, you’ll be able to 
download updated news stories related to world events and 
send messages to an online “character” at Activision to get 
more clues. However Activision says you won’t need the 
online info to play the game. 

Spycraft will be a native Windows 95 game and will ship 
on three or four CD-ROMs. It will include approximately 80 
“V-links,” the video communication links between Thom 
and other agents in the field. In addition to the various 35mm 
film segments used to propel the plot, the game will us 
than 400 still photographs as backgrounds. Game settings 
range from the CIA headquarters in Langley, Virginia, to 
Heidelberg, Germany, as well as Moscow. In all, there will be 
about 60 locations for Thom to explore either physically or 
electronically. Twenty-six actors appear in the game, with 
Russian actors playing the Russian parts, which means no 

Spycraft is more brain-twister than action game; you must 
gather and assess clues to determine where to go and what to 
do next. Activision says Spycraft will be essentially non-Iineaq 
so you won’t be tied to doing things in any specific order. 
Instead, the choices you make will determine how the game 
ends. Choose poorly, and you’ll be kicked out of the Agency. 
Choose wisely, and you’ll be welcomed home a hero. Just 
don’t expert easy choices: Many decisions will test your 
morality as well as your craftiness. For example, one game sit¬ 
uation will force you to decide whether or not to murder an 
innocent person to save the lives of a thousand others. 

The growing genre of full-motion-video 
based games—such as Johnny Mnemonic- 
have yet to live up to their hype and deliver 
the visual and game-play elements needed 
for mass appeal. But Activision hopes the 
combination of high production values and 
an intricate and absorbing story based on 
current events may help Spycraft: The Great 
Game transcend its competitors. From 
what we’ve seen, this title just may live up 
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Thank God it’s only a game. 



another human 
drama from our 

fun & 
games 

dept. 


The emergency room of Legacy 1 " Memorial Hospital has hired a new doctor: 
you. Emergency Room CD-ROM uses real actors in a photo-realistic setting, 
with over 35 minutes of full-motion video, 14 exam tools, 20 lab tests, and 
X-rays for every part of the body. It’s the most realistic medical experience you 
can have without malpractice insurance. ?? Check out Emergency Room 
on the Internet at http ://www.cdrom.ibm.com To order, visit your local retailer 
or call 1 800 426-7235 (source code 5210). _ 












of the land has been imprisoned, 
freezing subordinate nobles at 
home with fear and uncertainty. No one dares attack the evil 
ruler Boroth the Wolfheart for fear of reprisals. No one, that 
is, except you, Prince Morkin, and your small, hidden alliance. 
It’s you and your supporters against the hordes of darkness. 

Such is the setting of Domark’s long-awaited Lords of 
Midnight. Not really a role-playing game, it’s t 
gic war simulation in a world filled with medieval keeps, 
enchanted weaponry, and flying dragons. You start with six 
s and a few hundred i 
though, you’ll have recruited many of Bloodmarch’s 163 
al candidates for your alliance and marched tens of 
thousands of soldiers across an impressive landscape. 

You form alliances in Lords of Midnight very much in the 
style of Dragonriders of Pern, a decade-old text-based game. 
One of your characters approaches an unaligned person, who 
possesses from three to five “qualities,” such as loyalty, valoi; 


and ladies, J 
resist your entreaties becaul 

their leaders remain imprisoned in the Dark Citadel 
Maranot Others prefer Boroth the Wolfheart, and these you 
avoid or defeat in battle. 

In battle, Lords of Midnight switches to a third-person per¬ 
spective of your hero and the opponent in singular combat. 
You can control the very simple offensive and defensive possi¬ 
bilities for your side, or you can simply let things play out to a 
conclusion. Armies contribute to the strength and health of 
combatants—the bigger your army, the better you’ll do. It’s sel¬ 
dom cleat; howeveg who is superior at arms until combat actu¬ 
ally takes place, and you’re never offered the option of a retreat. 
Also, there are no stats-goveming abilities in Lords of Mid¬ 
night, although some lords are described as better generals. 

While these one-on-one battles feel a bit undernourished, 
they look fantastic. In a world rendered in hi-res Super VGA 
graphics, you’d think that Lords of Midnight’s fairly low-res 
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Anyone to recruit up there? Better find out. 

Almanac & Bestiary, for instance, or page through Lords of 
Midnight’s roster of Heroes & Villains. Learn the details of 
Bloodmarch’s geography in The Travelers Guide, or discover 
what alliances you control in Fellowships. As you play, 
the contents grow to reflect your increasing knowledge of 
Bloodmarch’s lands. 

A top-down map lets you track all the major and minor 
players in the saga, each represented by his or her shield. Lords 
of Midnight lets you zoom in or out of the map, but the awk¬ 
ward compass controls force you to tap various on-screen 
arrows to move. From the map, you can also provide heroes 
with quests, sending them to attack enemies, locate objects, or 
recruit neutral characters. But tracking the route of a hero in 
your employ can be difficult: It involves tracing a convoluted 
trail that easily gets lost among other similar trails. 

Heroes travel by land, sea, or dragonback. You can look 
at any of these options from several “camera” angles, and 
these scenes are among the high points of the game. Lords of 
Midnight’s vivid 3-D texture-mapped graphics create a world 
of mountains, forests, and rivers, where your character tra¬ 
verses slopes and boards ships. The seasons change. The sun 
rises and sets gloriously. It’s enough to make you want to stop 
playing and watch the land’s moods unfold before you. 

But stock up on patience before you take over character 
movement (instead of simply watching your hero in action). 
You don’t turn left by clicking West or hitting the “4” key 


MCGA graphics would come off as 
nothing more than a bad smudge in a 
dimly lit room—but you’d be wrong. 
Despite the technical limitations, the 
game’s producers have created a broad, 
glowing palette of color and stylishly 
drawn objects. 

The general menu is particularly 
attractive. Presented as the Book of 
Bloodmarch, you choose a different col¬ 
ored “book” every time you load a dif¬ 
ferent saved game. Each “chapter head¬ 
ing” is an informational category or 
activity enhanced by beautiful visuals. 
You can look up creatures in the 
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Of Master Lu 


By Steve Klett 


:r plot to rule 
the world. Believe it 
or not, it’s up to you to thwart their plans. 

Sound like a plot from the latest Indiana Jones flick? Actually, 
it’s Ripley’s Believe It or Not: The Riddle of Master Lu, the lat¬ 
est adventure game from Sanctuary Woods. In it, you play the 
role of Robert L. Ripley, renowned adventurei; collector of 
the bizarre, cartoonist, and—believe it or not—ladies man. 

Anyone older than 20 is probably familiar with the 1980s 
Ripley’s Believe It or Not television show hosted by Jack 
Palance—you know, the one 
that featured all those out¬ 
landish stories that you never 
knew were true or not. In the 
same vein, The Riddle of Master 
Lu is filled with all sorts of 


strange stories, charac¬ 
ters, and puzzles to 
solve, all punctuated by the sometimes corny, sometimes 
silly, and occasionally funny humor of Mr. Ripley. 

The talisman that you—and your opponents—seek is 
the imperial seal of the first emperor of China. You must 
follow the footsteps of Master Lu, a mythical sage who. 
traveled the world in search of the elixir of life, to unearth 
clues needed to find the seal, which lies protected in 
an ancient Chinese 
emperor’s tomb. 

The Riddle of 
Master Lu is played 
via a third-person 
perspective driven by 
a simple point-and- 
click interface. To 
find out about some¬ 
thing, you just click 
on it; to use some¬ 
thing, do the same. 
Ripley tells you if 
you’ve made the right choice. 

Your travels take you to many interest¬ 
ing places, all rendered in gorgeous Super 
VGA. You visit six sites in all, including 
Easter Island and Lima, Peru. Along the 
way you interact with dozens of characters 
who range from obnoxious to helpful to 
nasty to mysterious to all of the above. The video-sprite char¬ 
acters are detailed and well done, even if they all walk as 
though their spines were fused. 

Your good friend Feng Li runs the Odditorium, where all 
the oddball creations you find in your travels are placed on 
display for the public—for a fee, of course (how else could 
you fund all your globetrotting?). Your female companion, 
Mei Chen, provides some help from time to time. 

Don’t expect much aid, however Finding the talisman is 
mostly up to you and will likely require all the brain power 
you can muster The game’s puzzles can be extremely difficult 
and at times border on the insanely puzzling. Logic will not 
always get you through, and some actions must be executed 
in a specific order to work properly. Several puzzles require a 
great many steps and shrewd attention to detail. And there’s 
no gradual increase in puzzle difficulty. A couple of the game’s 
toughest challenges come early in the adventure. 

As a result, the average player can expect to put in dozens 
of hours completing The Riddle of Master Lu. Unfortunately, 
a good chunk of that time will be spent listening to incredibly 
long-winded and, at times, extremely boring dialogue. What’s 
worse is that there’s no way to skip through a scene, even if 
you’ve seen it before. The game’s sound is also a mixed bag. 
Each location features nice ambient sounds that add to the 
immediacy, but the musical score is nothing to brag about, 
and sound levels sometimes fluctuate like the tides. 

Nevertheless, Ripley is sure to provide hours of hard-core, 
addictive, adventuring fun for fans of the adventure-game 
genre and Ripley’s works. 


132 December 1995 • ELECTRONIC ENTERTAINMENT 





















GAM ES EMI 





Apache The 
Combat Helicopter 
Simulation 


global flying modes (realistic and arcade), and two arcade 
sub-modes (normal and invincible). Realistic mode is great, 
but it requires you to master 
all of the intricacies of flying 
a real helicopter. That means 
coordinating three controls: 
the cyclic which controls 
pitch and bank, the collec¬ 
tive which controls lift, and 


By Sasha Alexander and Robert Chang 


these controls and 
you’ll end up as a red 


Interactive Magic’s release of Apache The Combat 
Helicopter Simulation shows a lot of guts. Its new game goes 
rotor-to-rotor with new chopper sims from big-name com¬ 
petitors like Origin and Novalogic. 

But while Interactive Magic may be a new name, the com¬ 
pany’s founder, “Wild Bill” Stealey, was one of the founding little goodies to reward you for all those T% 
fathers of MicroProse; he demolished. In Apache, you’ll advance upnk 1 
knows what it takes to 
make a successful game. 

And though Apache 


weapon officer (via 
the built-in null modem, modem, or network support), 
though, realistic mode is the best way to experience real heli¬ 
copter flying without expensive lessons. k 

That doesn’t mean flying in arcade modellboring and 
primitive, however. You still hayqfuO control (Jyer your alti¬ 
tude and speed, but nothing else gets in tfl wiy of your pri¬ 
mary goal—kicking enemy butt. 

The choice of missions is equally impreSive, including 
training runs in Texas and full campaigns in Yemen, Korea, 
and Cyprus. Sets of “canned” single missions in the three 
regions are also available. And these “cannedf missions are 
not the same ones you’ll find in the campaigns Last but not 
least, hit the QuickStart mode, and off you hi. Start flying 
and shooting without having to sit through minion briefings. 
Of course, no military simulation is complefe without the 




tpleting 

major milestones, such as finishing a caihpaign. , 

Apache makes full use of two video jnodes—^10-by-480 
(with 256 colors) Super VGA m^gtandard 3^^:200 
developer Digital Integra- VGA. Gamers with a VESA or PCTMfl-bus 486D5(Siis and 

tion’s first attempt at a hel- above (with a VESA-compatible graphics card) should be 
icopter simulation—what able to take full advantage of the 640-by-480 mode. If you 

plan to jump into high-res network plaj| though, you’d bet¬ 
ter make sure your processor’s name starts with a ,“P.” 
Apache also supports most sound cards with great sound 
effects. In anothermiqe touch, joystick selectiofi%nd cal¬ 
ibration is automatic—say goodbye to the typical foltr- 
point salute calibration routine. Finally, Apadte offers 
leader/wingman, pilot/weapons pfficeq and Head-m¬ 


an attempt it is. 

Apache offers s 
enemy skill levels, 


head combat modes via modern?* 

Add one part Novalogic 
MicroProse Gunship 2000, tos 
model, sprinkle with awesome SuperVGA^ 
finish it off with lots of addicting apd 
ing fun. Apache is like no other chopper g 
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EF2000 

By Christopher Lindquist 


■ light-sim junkies looking for 
something a little different may want 
to take to the skies in EF2000, the lat¬ 
est sim from British developer Digital 
Image Design (DID). 

DID, in case you didn’t know, 
developed the quite popular TFX 
(Tactical Fighter experiment) sim last 
year The company has been working 
with several European governments 
to build an authentic flight simulation 
based on the Eurofighter 2000, an 
advanced fighter destined to find its 
way into NATO-member air forces by this Eurofighter 2000 
the start of the third millennium. 

Gamers will get to see the results of the project (at least, 
whatever’s not classified) when Ocean of America releases 
EF2000 in November And while TFX did give you the 
chance to fly the Eurofighteq this is a whole new game. 

Our early look at the game revealed that while EF2000 
may look like just another flight sim on the surface, something 




The virtual cockpit works like the 

real thing. 


very different is going on under the covers. Standard flight sims 
walk players through a relatively unchangeable series of script¬ 
ed missions during the course of a campaign. EF2000, on the 
other hand, uses an artificial-intelligence battle generator 
called “Wargen” to create a campaign from scratch. 

Well, not completely from scratch, of course. The game’s 
theater always remains the same, covering four million square 
kilometers of Scandinavia and 
a section of Northwestern 
Russia. Also, the premise that 
a Russian force has invaded 
Norwegian territory stays , 
constant. However, from that| 
point on, it’s all up to War¬ 
gen, which determines troop 



id and ready to go 


strengths and deployment for more than 2,000 aircraft and 
2,000 to 3,000 ground-based forces, including SAM sites and 
air bases. Wargen then assigns flight plans and waypoints for 
all aircraft and, using a “high risk/high return” model, presents 
you with the 20 to 30 most interesting missions. 

What it all means is that you can adjust the game, and it’s 
never the same twice. Want to give the Russians superior 
numbers at the start? Go ahead. Want to have the jump on 
them yourself? You can. You don’t even have to play at all: 
Another feature lets you watch an active map as computer- 
controlled aircraft carry out their orders without any human 
intervention. 

Of course, you won’t be watching video-clipped or ani¬ 
mated cut scenes of your fellow flyboys describing that last 
mission or the one you’re headed to next. Forget that glitz. 
This is war 

Once you do decide to fly, you hop into the cockpit and 
head out on your selected mission. The game’s “virtual cock¬ 
pit” view not only lets you swivel your perspective to scan the 
skies, but also allows you to look down at a bank of active 
multifunction displays for radaq weapons systems, and the 
other necessities of modem flight. 

While flying, you can direct wingmen to perform a number 
of tasks, including attacking specific targets and covering your 
tail. Howeveq these wingmen are also programmed to give 
you orders on occasion, making for more realistic game play. 

Not only that, EF2000 ties it all together with crisp Super 
VGA graphics, network support for up to eight players, an 
advanced mid-flight model, and missions that include nifty 
twists such as in-air refueling. Plus, three levels of difficulty 
should get novices flying fast and keep veterans challenged. 
And if Wargen can create missions that really grab your inter¬ 
est, EF2000 may just be the flight sim to look for 


136 December 1995 • ELECTRONIC ENTERTAINMENT 











GAMES 


Al Unser Jr. 

Arcade Racing 

folks donk want to g« their 
hands dirty in the garage; they just want to 
buckle up and put the pedal to the metal. 
For these hot rodders, good, old-fashioned 




ad backgrounds highlight Al 
er Jr. Arcade Racing. 


racing featuring furious 
action and slick graphics 
is the name of the game. 
Mindscape’s Al Unser Jr 
Arcade Racing tries to satis¬ 
fy that need for speed with 
lots of power and 15 well- 
designed tracks—strictly for 
Windows 95. 

Al Unser Jr. gives you 
10 different Indy cars to 
choose from, as well as 
the ability to drive auto¬ 
matic or stick in each. 
While the cars are pretty 
average graphically, they 
do generate the feeling of 


exhilarating speed. 

Also on the plus side, 
the game’s tracks come in 
all different shapes and 
sizes—some large and 
multi-laned with sweep¬ 
ing U-turns and long 
straightaways, others 
tight and crowded. Track 
bleachers, buildings, long 
tunnels, sudden dips, suspension bridges, city streets, and 
rural scenes vary the trips nicely. 

Unfortunately, the game seems to leave some crucial parts 
in the pit. For starters, Al Unser Jr, is nothing more than a name 
on the race board. And while this game isn’t supposed to take on 
Papyrus’s IndyCar Racing II (see review, page 138), Mindscape 
could have added a lot more excitement by showing 
spinouts, crashes, and pileups. In addition, your opponents apply 
brutal—not to mention annoying and unrealistic—blocks as 
you try to pass. Amazingly, a lack of rear-view mirrors prevents 
you from using the same tactic. Also, there’s no way to review the 
varied tracks before you race, so you race blind. Finally, the game 
would have profited from multiple views, replays, and other 
little extras, rapidly becoming standard in this genre. 

Still, if you’re into racing—or looking for a fun way to get 
into Windows 95 gaming—Al Unser Jr. is a good way to 
get moving. —Bill Meyer 



The Encyclopedia of Science Fiction, the Hugo Award-winning book 
by John Ciute and Peter Nicholls,'is now available on CD-ROM. 

From Tdron to Tralfamadore...from pulp to cyberpunk...nothing gets you intosf like Grolier Science 
Fiction™ This multimedia-rich CD-ROM features over 4,500 topics, hundreds of photos, illustrations 
and film clips, plus many exciting interactive features. Travel through sf history with Time Machine. 
Look into Book Browser for facts on classics like I,Robot, Neuromancer and Red Mars. Get to know 
your favorite authors through fascinating Video Interviews. If you HrDnT TCD 
love sf, you’ll love Grolier Science fiction. Call 800-285-4534. jffin S"*®: JLlxlIv 


GROLIER 
INTRODUCES 
A BREAKTHROUGH 
THATS OUT OF 

this world. rrfMM 
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INTERACTIVE MAGIC PRESENTS 



You've Got Just Enough Time To Save The Galaxy... 
If You Play Smart! 




( 8 ) Your elite ranger force is on a critical mission: patrolling 
the outer reaches of the galaxy. Like rangers of the old 
west, your primary responsibilities are upholding law and 
order, and protecting the galactic citizens. You're armed 
with the latest weaponry and flying the finest 23rd century 
starships. But time is not on your side! 

(8) You're thrust into one life or death mission after another 
and you've got quick decisions to make. You can hyper¬ 
space across the galaxy to protect a distant base... but 
will you have enough fuel to return to protect the closer 
ones ? And how many enemy ships are attacking your 
other bases? Can you get there in time? 

(8) A detailed galactic map helps you ID enemy strength and 
positions, as well as navigate through the galaxy to engage 
the enemy in one heart-pounding battle after another. But, 
Star Rangers, you've got to shoot straight and think smart. 
The citizens are looking for a hero.. .could it be you? 


To reach us: 

E-mail - 75162.1202@CompuServe.Com 
On Line - On CompuServe, GO GAMBPUB (Library 17) 

■ Research Triangle Park, NC 27709 • Phone (919) 461 -0948 
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Goodyear logo 
spinning into 


you want to keep control, you'll 

hare to learn every turn. 


at Michigan Speed¬ 
way—are great, the 
tracks still seem to lack 
character Track build¬ 
ings often appear as 
bland blocks, and your 
pit crew looks hardly 
human. 

Of course, the real 
action is on the asphalt, 
and here Indy 2 gets the 
checkered flag. This time 
around, the computerized competition really responds like 
the pros, downshifting and accelerating into curves at the 
appropriate angles and speeds. In addition, your own car 
handles more like the real thing, underscoring the importance 
of correct setup for each track. Don’t think you can breeze 
through Toronto’s hairpin turns without adjusting your tires, 
wings, and suspension. You’ll need to leam the ins and outs 
realism in PC racing simulations, of each track through a lot of practice to know how to 
proach each curve when you put the pedal to the metal. 
Finally, Papyrus has also given Indy 2 more realistic col¬ 
lisions. A miscalculated pass can result in dented front ends 


Papyrus cornered the market with IndyCar Racing 
NASCAR Racing, mixing hot licenses with stick graphics and 
realistic driving models. IndyCar Racing 2 picks up where 


predecessors left off, adding a full-service garage, crisp Super and sides or panels that come loose. And beginners will 
VGA graphics, improved computer artificial intelligence, appreciate the game’s arcade driving mode, which places the 


e authentic IndyCar tracks and support for 
Windows 95 and the Power Mac. 

One of the most impressive elements of IndyCar Racing 2 
is the sheer number of automotive options. Choose soft, 
medium, or hard compound tires and set the pressure to your 
liking. Raise and lower your ca 
pension by increasing or decreas 
bei; give your weight jack a left 
en or stiffen all four shocks, 
your wheel lock, and make all 
or “taller.” Don’t worry, you don’t have to be 
bom in Indianapolis to understand it all. IndyCar 
Racing 2 comes with an extensive manual that 
has lots of suggestions on car setup. 

Serious race fans should be impressed by Indy 
2’s garage, but everyone will tike the game’s new 
Super VGA graphics. A product marketer’s dream, 
they’re sharp enough to display clearly readable 
billboards. More importantly, though, the game’s 
cars look significantly 
ficing any of IndyCar’; 

ation on high-end 486s or Pentiums. Got a slower 
machine? Don’t worry, the game has a VGA mode 
so you can play, too. One look at those clean Super 
VGA tines, though, and you crave an upgrade. But 
while graphic touches—such 


t outside the car for a better view of the varied tracks. 

If you are a fan of the original IndyCar Racing or a new¬ 
comer; this sequel’s improved graphics, computer AI, and dri¬ 
ving model will make you want to buckle up. And the driver’s 
seat will be that much sweeter when The Papyrus Network, 
offering 32-player matches of all the company’s titles, comes 
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Command 
& Conquer 

By David Israels 


GAME PLAY: * * * 1/2 


■digital warmongers everywhere 
will probably love Command & 

Conquer. This fast-paced, action/ 
strategy successor to Dune 2 makes 
the ancient art of state-sanctioned 
murder as easy as point-and-click. 

You begin as either the do-goody 
Global Defense Initiative (GDI) or 
the evil Brotherhood of 
Nod, which are contained on two separate discs. 
Combat occurs in a real-time tangle as your 
armies fight their way through increasingly 
difficult missions. Cinematic cut scenes provide 
background information on the war and the 
mysterious all-powerful mineral Tiberium—a 
radioactive material that you must mine to raise 
war funds. 

The graduated missions—a set of 25 for each 
side of the war—are the heart of the game. Your 
goal: Wipe out the enemy. Occasionally you will 
face other difficulties such as springing civilians 
from a prison or assassinating an enemy leaden 
You begin each scenario with limited resources. To 
make things more interesting, most of the game 
map is blacked out until you pass through unex- 


and furiously to reconnoiter your sur¬ 
roundings while simultaneously expand¬ 
ing your base of operations as you pre¬ 
pare an offensive attack. 

Controlling your forces is as simple as , 
clicking on a unit, at which point a voice 
chimes in with an enthusiastic “Yes sir!” 
Pick the unit’s destination and you’ll hear 
a resounding “No problem.” To attack 
the enemy, just dick on the target and 
your boys happily begin the mayhem. 
When you make a kill, infantry units cry 
out as they collapse in a puddle of red pix¬ 
els, and armored units explode furiously. 
The game offers more than a dozen key¬ 
board shortcuts that let you order your 
killing machines to guard specific items, 
scatter to evade enemy fire, and more. 


I & Conquer 
dizzying array of 25 ut 

different structures. Units include everything from 
tossing infantry to rocket-spittmg" helicopters. S 
range from the prosaic construction yard to the Nod’s fanci-^S 
ful Obelisk of Light, which emits incredibly accurate and ' 
deadly laser beams. Certain units and structures are available j 
to only one side; for example, only Nod has access to flame¬ 
throwing weapons. 

The game’s artificial intelligence seems smarter than Dune 
2’s, but it’s still not ready for brain surgery. For instance, units 
sometimes take circuitous routes instead of the shortest path 
between points. The Tiberium harvesters are particularly 
dimwitted, although the game’s designers say that their dense 
behavior was intentional—you see, they’re operated by civil¬ 
ians. More damning, the enemy rarely seems to make coor¬ 
dinated mass attacks, choosing instead to dribble soldiers out 
of its base in small groups that never pose much of a threat. 

Other drawbacks include tired graphics and grating music. 

The game’s inexcusably blocky VGA graphics use a visually 
dull 320-by-200 screen resolution. And the rocking techno¬ 
beat soundtrack quickly becomes repetitive and annoying. 
Even more annoying, if you turn it off, the tunes return before 
each mission. 

Although Command & Conquer provides a good deal of 
its promised spills, thrills, and kills, it left this mouse-pad gen¬ 
eral disappointed. The problem is too much conquer and not 
enough command. The design, which resembles a brainless 
video game with its lockstep progression of predetermined 
missions, makes C&C feel restricted and frustrating. It sore¬ 
ly needs a scenario or map editor. 

The design missteps stood out clearly after I played the 
modem and network versions of the game. Multiplayer 
matches let you choose the map, starting funds, number of 
initial units, and tech level. What fun it would be to have that 
kind of control and more in single-player mode! But sadly, 
Command & Conquer only lets me imagine what a great 
game it might have been. 
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is/tO&D® 
dungeon delving 
the woq qou like it 
- fast, furious and fun! 

Fight qour waq through 
more than 25 eerie dungeons, 
each with 8 leuels. Explore icq 
caoems, 5 ominous towers 
and a fantastic final dungeon! 

Battle ouer 50 different 
monsters, /scold insidious traps. 

Solve brain-busting puzzles. ]ump, flq and even fall if 
not careful The 5-D environment means qou can look up, 
down, and all around, Sverqthing qou view is in a natural 
perspective - including the euil Necromancer who waits at 
the end of qour joumeq! 


To order: Visit your local 
software retailer or call 
1-800-601-PLAY with VISA/MC 
(North America only). 
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Steel Panthers 

By Steve Klett 

^S^ trategic Simulations’ Panzer General struck 
the right balance of detailed game play and ease of i 
to win mass appeal—a major victory for 
game. However its simplic¬ 
ity alienated some hard¬ 
core strategy players. Now, 

Steel Panthers, SSI’s latest 
effort, should satisfy both 
of these distinct audiences. 

Steel Panthers lets 
would-be generals choose 
from a wide variety of 
nationalities and cam- Unto Finnish ski 
paigns covering just about P a,rols • 
every major theater of 
World War II. For example, 
players can command the awesome German blitzkrieg 
during the 1939 invasion of Poland and continue on to 
the end of the wat; or take control of the U.S.’s island¬ 
hopping campaign against Japan in the Pacific. * Jap; 
Looking for more? Then choose to play the Russian, overw 
Italian, or French armies. By way of contrast, Panzer General 
allowed players to fight only as the Germans in Europe. 

Campaigns in Steel Panthers are based on historical bat¬ 
tles and generafiy consist of a series of scenarios in which 
you must defend or advance territory, and then secure it. 
You can also choose the exact year you want to start a cam¬ 
paign or fight an individual battle, such as The Battle of the 
Bulge. If that’s not enough, there’s even a fictional campaign 
that pits the U.S. against Russia for control of Germany. 

Even betteg an editor feature 



SAME PLAY: * * * * * 



few turns for the 
artillery to soften up a target 
before beginning an attack, par¬ 
ticularly against the Japanese or 
Russians. » Don’t call in an air 
strike when friendly troops are 



lets you create your own battles or campaigns. Yqu 
can also play against a friend via modem or e-mail. 
Each of the different armies in Steel Panthers has 
the strengths and limitations 
of its historical counterpart. 
For example, the Germans 
are generally more experi¬ 
enced and technically superi¬ 
or to nearly every Allied 
power Howeveq more often 
than not, the Germans are 
outnumbered. 

Don’t let the name of 
the game fooTyouT’Steel 
Panthers is as much about infantry combat as it is about 
tank battles. You’ll need to use engineers to clear mines and 
tank traps while you conduct house-to-house fighting in 
cities. You’ll also have to monitor the morale of each of 
your units and rally them at critical points. 

•41! the gorgeous Super VG&action is viewed from a bird’s- 
eye perspective of the batdefield, which shows individual 
squads of troops and tanks. Movemei^is hex-based, with each 
hex representing 50 yards. Each unit tan also perform multiple 
actions during jpturn. For instance, E tank can fire,; unload 
troops, move, sfop, fire again, apd move again in a single turn. 

Artillery also pirns a vital role in Steel Panthers, You can set 
up mortal; cannon, and naval barrages as well as ajp strikes. 
You’ll see each and ekery shell fall on your hapless enemy as it 
happens. Buildings and foliage hurst into flames when struck. 

Steel Panthers has few shortcomings. Sound effects—-from 
the soft “pops’gljynortars bemgfired to the violent crash of 
heavy artillery—are excellent, but they sometimes lag slightly 
behind battle animations. The game’s.point-and-click inter¬ 
face, which is similar to Pan zer G eneral’s, makes command¬ 
ing your troops a breeze; Authentic WWH film footage and a 
weapons encyclopedia with 200rdigitized photos of tanks add 
to thefun. Ttauonlf real drawback is the inability to select 
several units at the same tithe for a simultaneous attack. 

If Panzer Gefieral lefyjqu wanting for more detail, or if 
you drought it was jSect—heck, even if you’ve never heard 
of the game—give Steel Pahthers a try. 
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"The best reason to own a PlayStation" 

- Ultimate Gamer 
"Wild, stomach-twisting driving" 

- Game Pro 

"With WipeOut, the future really is now" 

- Die Hard Game Fan 


















Monopoly 

By Bill Meyer 


Brothers’ Web site 
(http://www. 
monopoly.com). 
Your global games won’t be hampered by 
currency barriers, either. Funds are automat¬ 
ically converted to pounds, francs, marks, or 
whatever in real time. If you want to talk, a 
text-based chat-line allows you to type in 
terse commentary during tense deal making. 

This Monopoly also visually represents what in times past 
you could only imagine. I always wondered how crappy Baltic 
Avenue must look after I laid down my $60 and my best friend 
called me a slumlord. Now you actually get to see humorous 
renditions of each empty lot—from low-budget Mediterranean 
Avenue, Uttered with tires and trash, to posh Pacific Avenue, 
replete with trimmed hedges and pink flamingos. 

The player tokens also come to life in a series of playful 
animations presented during laps around the board. For 
instance, the Top Hat drops a bunch of bunnies, and the 
cruise boat submerges below the board. In all, some 800 ani¬ 
mations celebrate the various ups and downs of the game, 
including landing on 
Chance and Commun¬ 
ity Chest, “just visit¬ 
ing” jail, and coUecting 
$200 for passing “Go.” 


Even more impor¬ 
tant, Monopoly purists 
won’t be disappointed 
by the game play. The 
computer version fol¬ 
lows the 1936 original to the letter For example, in standard 
play, you can’t simply pass up buying a vacant property when 
you happen to land on it; you have to auction it off to the 
highest bidder 

ThriU-seeking modem players have a dozen options to jazz 
up games, from aUowing Free Parking to various kinds of 
cheating. And if the animations slow down the wheeling and 
dealing, you can eliminate some or all of them. FinaUy, clever 
options, such as graying out property spaces that are still up 
for sale, make it easy to read the board. 

There’s still room for some subde improvements. Having 
to leave the program to manually select a computer opponent 
from the CD-ROM is an unnecessary inconvenience. Also, 
you’ll find your baby brother was a tougher negotiator than 
any of these computer players. You can’t interrupt the ani¬ 
mated clips, either. Just the same, this Monopoly is the first 
computer conversion of a board game that actually adds to 
the original. 


■ Half the fun of playing Monopoly 
is that you get the opportunity to taunt 
and humiliate friends and loved ones as you bankrupt them 
on a hotel-covered Pennsylvania Avenue. Previous computer 
conversions of the Parker Brothers classic often lost this cru¬ 
cial element by making everybody huddle around the ol’ 15- 
r by forcing you to play against the 
unflappable computer 
Now Virgin and de¬ 
veloper Westwood Stu¬ 
dios have put some of 
the banter and action 
back into computerized 
Monopoly by offering 
more than the conve¬ 
nience of never losing 
the card for Vermont 
Avenue. This Mono¬ 
poly takes advantage of 
what a computer has to 
offer. You’ll find beauti¬ 
ful 3-D animation, au¬ 
thentic 1930s ragtime 
music, loads of options, 
and unique multiplayer 
capabilities that let you 
challenge wanna-be capitalists 
over the Internet. 

You heard right: Westwood’s 
Monopoly enables true global 
competition. Players can initiate 
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Qwirks 

srei't really tall Sfrectmm HoloByre^bw Qvtlilta 
“tRe most addicting action-puzzle game since Tetris, because 
in many way it is Tetris. Part of a new series of arcade brain 
l by Alexey Pajitnov, the inventor of Tetris, 
Qwirks pastes a threadbare plot on top of a blobby version 
of Tetris’s filing blocks. This time, though, you eliminate 
stuff on the screen based 
on coloi; not shape. 

Pairs of colored blobs 
(Qwirks) fall from the top 
of the screen, and your task 
is to group four like-colored 
blobs together at which 
point they “transmogrify to 
th dimension,” or 
disappear Better still, try to 
arrange the Qwirks so that 
when you eliminate one 
group, others fall into the 
spaces fc match up another 
group. Thissfca^jade effect! 
quickly boosts your ,store 
and clears large areas of 





Electro 



That’s not all. S[ 
on Tetris with three special inodes. In addition td*%t saving 
for a high score, you'qan chaUengebizarre “Zoo Cr^ures” 
or take on another human player sharing the keyb#ird. But 
because eliminating Qwirks on your side of the Seen sends 
unmatchable Clear Qwirks to your opponent, these head-to- 
head matches don’t last very long. More contemplative types 
rmay want to check out the puzzle mode, where the goal is to 
clear the board of all Qwirks. 

’ijAII the action plays out on attractive screens, accompanied 
by decent sound effects and horrendous digital music. TTiere’s 
Wttot much originality in Qwirks, but that doesn’t mean it isn’t 
fun to play. —Fredric Paul 
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An introduction to the hierarchy of Doom. 
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Doom. The Sony Playstation Custom Edition. Over 50 levels of madness and mayhem from 
Doom I and II. Plus all new levels of destruction as well. Every weapon, monster, 
and surprise you loved before. Plus a two-player Deathmatch mode for when you're 
feeling really nasty. The nice thing about Doom is you always know where you stand. 
Even if it's at the bottom of the food chain. 
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Pitfall: The 
Mayan Adventure 


^■as it really been 13 years since the first 
Pitfall game? Indeed, it has. But to prove that 
everything old someday becomes new again, 



Windows 95 
of Pitfall: The Mayan 
Adventure. 

As action games go, 
Pitfall lands at the middle 
of the pack. This largely 
run-and-jump-to-the- 
right-style game throws in 
a fair number of bonus 
levels and hidden features 
(look for the original 
Pitfall). Animation-wise, 
the game does fairly well, 
too. Harry Jr.’s movement 
is solidly depicted, with 
only a couple of problems. 
(Die in midaii; and Harry 



lies down without falling, for 
instance.) On the sound scene, 
Pitfall rules. You not only get 
plenty of voices, you also get a 
big, resonant soundtrack and the option to listen to other 
ambient noises. It appears that this Windows 95 version 
includes the levels and the graphics of the Sega Genesis 32X 
version plus the sound found on the Sega CD disc of Pitfall. 

Pitfall runs at 256 colors and 640-by-480 maximum resolu¬ 
tion. But even running the game at a low-res 320-by-240 on a 
Pentium 90 with a 4MB PCI-based Super VGA board, quad- 
speed CD-ROM drive, and 16MB of RAM left a fair amount 
to be desired. 

The result is that although the game’s inherent difficulty is 
only average, technical issues make it annoyingly tough. The 
primary problem is dropped animation frames. You’ll fall 
because you couldn’t see the frame that had the platform in it 
and die because the boss attacks when you can’t see it. We can 
only hope that Activision is able to fix these problems, either 
with a patch for Harry, or with its next Windows 95 game. 

—Rick Raymo 
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If it were any more real, you'd have Gatorade® down your back. 




fun & games 


This NFE Pro League Football" CD-ROM game gives you more than just terrific 
graphics and football action. It has over three decades of football stats to allow you 
to create your own strategies, your own plays - even the weather. Hire players, 
fire players, play against the computer or against a friend via modem. Collegiate 
fans can get the same thrills with All-American College Football'." But we’re 
warning you: Just make sure you have a spare shirt. ^ Check out both games 
on the Internet at http://www.software.ibm.com To purchase, visit your local 
retailer or call 1 800 426-7235 (source code 5216). 
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Magic Carpet 2: 
Netherworlds 

By Steve Klett 


to one of my favorite 
movies comes out, I cringe 
a little bit, worrying that 
they went and ruined a 
good thing. Thankfully, 
quickly improving tech¬ 
nology seems to eliminate 
this problem with sequels 
to good games. Happily, 

Bullfrog's Magic Carpet 2: Netherworlds is no exception. 

As a mere apprentice wizard in the original Magic Carpet, such as night-time and 
you restored equilibrium to the shattered realms in the great 
Wizard War. With the release of the sequel, though, there’s lit¬ 
tle time to bask in your glory. 

Having feasted on the souls of those damned to the 


and you’ll need to hoard as much of 
is you can to defeat Vissuluth. 

Along the way, you’ll uncover roughly a 
new spells, such as the truly creepy 
“spider army” spell. You also get 11 new 
monsters to battle, including a six-headed 
Hydra. The game also sports a faster game 
engine, which let Bullfrog add a lot of new graphical twists— 
missions—without sacrificing 
game play. Skimming over rolling waves that reflect a full 
moon in Magic Carpet 2’s night-time missions is quite a 
surreal experience. 

But the most notable difference is the sequel’s r 


Netherworlds for an eternity, the Master Demon—Vissuluth developed story; the compelling plot may even make you 

to finish the sequel m 


The Dark One—has grown powerful 
enough to bridge the gap between his Magic Carpet 2 is also a much m 
world and yours. Now this bad boy average game players than w 


than the original. Finishing 
are attainable goal for 
_ _ . . tpleting the first Magic 

and his nefarious minions of darkness Carpet. First of all, Magic Carpet 2 has only 25 missions, 
threatening the world of men. Once while the original had 50. Then there’s the online help fea- 
rre and the flight-assist feature that makes surfing the 
kies on that magical rug a bit easier for newbies. 

So, hotshots who mastered the first game may find the sequel 
Me soft. But new players—and those turned off by the origi¬ 
nal game’s difficulty—should 
definitely sign on for the 
magic-carpet ride. 


again, it’s up to you, the lowly 
tice magician, to save mankind. But this 
time you won’t be entirely on your own; 
Your old master Kafkar will provide 
you with guidance from his 
eternal prison in the Neth¬ 
erworlds. 

On the surface, Magic 
Carpet 2 does not appear to have been changed 
significantly from its predecessor—it sports the 
same graphics and first-person perspective of the 
original. Howeveq once you dig into the game a 
little, you will find many differences. . 

You must accomplish specific goals in each of 
Magic Carpet 2’s 25 missions to advance to the 
final confrontation with Vissuluth. Kafkar will 
brief you on the task at hand before each mis¬ 
sion, and a beautiful map screen records your 
progress. Before you can get to the Master 
Demon, you’ll have to battle (multiple times) his 
seven wizard servants, including Nyphur The 
Shape Changer and Belix The Pitiless One. Of 
course, Mana still represents the source of all 
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Hexen 

By Bill Meyer 


1” eel like the 

whole Doom con- Hexen , s mazas are much more comp|ex . 

cept has been done 

to death? Well, it has, but Hexen, the sequel to Heretic, is still 
a great game. The graphics are for the most part good, the 
heinous beasts are chilling, the mazes and puzzles are elabo¬ 
rate, and the game has tons of clever details. Alas, for those 
folks waiting on Quake (id’s upcoming ubergame), Hexen 
will seem like more of an upgrade than a breakthrough. 

It appears as if Raven and id both knew this, and as a result, 
Hexen includes numerous bells and 
whisdes, including a role-playing 
element that lets you choose be¬ 
tween three characters: a Warrior a 
Cleric, and a Mage. Don’t worry— 
Hexen’s still a fast-paced action 
game, but depending on which per- 
you select, the game play 
The items and weapons you 
find in your travels differ 
for each character 

Each character has four 
appropriate traits. The War¬ 
rior has superior speed and 
armoi; but as you might 
guess, he’s no Houdini in 
terms of magic. On the 
other hand, the Mage 
won’t break the 100-yard 
leasts will make your skin crawl. dash record. In 
the end, howev¬ 
er no character is better than the others; they sim¬ 
ply must work through situations by using their 
various strengths. As a result, players get three 
ways to play the game that result in three subtly 
different experiences. The role-playing addition 
also enhances multiplayer matches. Team all three 
up, and you can use each character’s specific tal¬ 


ents depending upon 
the situation. 

Hexen is also more 
contemplative than He¬ 
retic and the Dooms. It 
skews toward adven¬ 
ture-game players who 
like action rather than 
action players who 
want a few easy puzzles. 
For starters, it’s not level-based, with totals of your kills, 
secrets, and points at the end of each round. Rathei; it’s one 
long bloody adventure in which you teleport from one area 
to another until the final confrontation. Also, while the cere¬ 
bral element of Doom concerns strategy in terms of attack or 
finding a relatively visible door switch, in Hexen things are 
not so cut-and-dried. 

Switches of all sorts are significandy harder to find. Mazes 
are more difficult to crack. Puzzles have become much more 
intricate (for example, you must assemble some weapons 
before you can use them). Hexen will frustrate folks who just 
want 20 minutes of carnage. 

All this aside, Hexen is not that new. While refinements 
abound, such as enemies who block your blows with 
shields, improved explosions, doors that do more than slide 
up, and truly frightening sound effects—the best of any id 
game—the basic engine, unfortunately, is old news. Don’t 
expect a new standard in terms of graphics or the original¬ 
ity that made Doom such a hit. Hexen is well done, but it is 
not a truly new experience, especially with so many other 
clones on the market. If you 


that cc 


m afford every good game 
lit this year or 
just need another id fix, add 
it to your list. If not, you 
may as well wait for Quake. 
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Wetlands 


■VI any of the 
genres that get type- 


nt types of weapons, and destroy a critical 
idustrial infrastructure. 

After each mission, elaborate animated cinematics give 
you the lowdown on 
the story. Don’t look 
for adventure-style 
game play, though: You 
won’t be foraging for 
clues and critical items. 
The 


s, and computer 
in fact boast 
a long heritage of 
demonstrating fresh, 
creative, and artisti¬ 
cally mature ideas. 

Just pick up a graph¬ 
ic novel by Neil Gai- 
man, watch Stick Figure Theater on MTV’s Liquid 
Television—or plug into New World Computing’s Wetlands. 
This innovative action game melds Rebel Assault-like arcade 
shooting with offbeat Heavy Metal-esque animation to push 
the experience in a new direction. 

You play John Cole, a classic anti-hero with 5 o’clock shad¬ 
ow hired by the police to hunt down escaped felon Nahj, the 
only inmate who was not killed or apprehended during a plan¬ 
etary prison break. Your only clue is a cryptic note that reads 
“Wetlands. April 6.” You soon leam that Wetlands is Nahj’s 
underwater planet and 
that he plans to de¬ 
stroy the world using 


ply there to advance the 
plot. Nonetheless, these 
sequences may be the 


computer game to date. 
If you liked Full Throt¬ 
tle’s quirky graphic- 
novel style, you’ll love 


follow In the footsteps of such 

quences, using roto- 

create amazingly realistic character movement. 

Rotoscoping requires filming real actors against blue screens. 
Next, animators painstakingly draw characters—frame-by- 
frame—using the film as a guide. This creates sprites who demon¬ 
strate remarkably human movements. Thus, when Cole stumbles 
into a column of boxes during a space-station attack or grabs a 
shotgun from a guard’s holster and fires, he looks truly lifelike. 
Evocative Hitchcockian camera angles—including dramatic close- 
ups—add flavor to the mix. Finally, the game’s rendered 3-D back¬ 
grounds coexist nicely with the more stylized animated characters. 

It’s a good thing that Wetlands’ arcade sequences look so good. 
In a market flooded with hot new action titles and a growing 
number of games that combine multiple forms of game play— 
arcade action, flight simulation, adventure, and strategy— 
Wetlands could appear a bit one-dimen¬ 
sional. Hopefully, New World Computing 
will pull off a spectacular game, because 
no one likes getting soaked. 
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Thousands of lives are at stake! 

Join Korda, the Chronomastei, in this epic quest for vengeance in a future inhere magic v 

E science co-exist. -Find goutself on a mission beyohd your mildest dreams in this ground-breaking Graphic 
Adventure! Journey.through man-made pocket universes full of cyborgs, pirates E mitches. Uiu^vel challenging 
puzzles and plots uiith multiple solutions and varied endings. Have the illusion of reality ivith interactive scenarios 
and the ability to explore and cjgk|j)rda's virtual urorld. 

Can you guide Korda E use hfehe.wffl|.to solve the mystery, re-start the universes and return justice to the stars? 


Lolita Davidovich 


Ron Perlman 


http://www.gate. 


-intracor 


2 Order Call: (800) INTRACO 
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friends, hold your own 
draft, create your division, 
and face each other via a 
modem. Don’t like any of 
the dozens of built-in plays? 
Make up your own in the 
Playbook Editor 

If you do get into a league 
or start playing a sea¬ 
son, be prepared to 
some major 


Pltimate Football? Nah. Pretty 
Good Football? You’re getting warmer 
MicroProse’s Ultimate Football is a 
sobd, fun-to-play game; ironically, that’s 
one of its problems. Over the last couple m ^ 

of years, the market has been flooded 
with football simulations, and if a game is going to grab your 
attention, especially away from the likes of Dynamix’s Front 
Page Sports Football, it’d better have something new to offer 
Unfortunately, Ultimate Football ’95 is just like all the 
other football sims on the shelves. About the only thing 
Ultimate Football ’95 offers that you 
can’t find in other football simula¬ 
tions is software to start your own 
fantasy football league, and that’s 
just not going to make a big differ¬ 
ence to gamers. Just as bad, Ultimate 
Football ’95 can’t seem to decide 
whether it’s a straight coaching sim¬ 
ulation or an arcade game. Instead, 
it incorporates both and loses some 
of its identity as a result. 

Like most of its competition, 
Ultimate Football ’95 has been 
licensed by the NFL Players 
: Association and the NFL itself. 
Howeveg unlike the other guys, 
it’s been updated so you get all of 
1995’s players and all 30 teams, 
including the Carolina and 
Jacksonville expansion squads. 
Of course, it’s only a matter of 
time before the competition 
releases update disks incorporat¬ 
ing the new data. 

If you don’t like any of the 
real NFL teams, create your 
own crew in the Team Editor by 
drafting or trading players. You 
can even get together with 


with 15-minute quar¬ 
ters will last an average 
of two hours. 

Fortunately, you can 
configure the game for 
shorter quarters, but this 
time problem could easi¬ 
ly have been solved. The 
game makes you spend 
too much time watching huddles and at the line of scrimmage. 
You can speed die game time by pressing Alt-A while the two 
teams are in the huddle or at the line of scrimmage, but if you 
don’t have the ball, it jumps the play clock by only five seconds. 

The game’s controls could use some work, too. Don’t 
bother trying to use a gamepad or joystick; both of mine were 
too slow to properly control the players. Stick with the far 
more responsive mouse. When executing plays, your players 
follow a star that is highlighted beneath them. Move the star 
forward, they run forward, and so on. It works. 

Every football sim tries its best to come up with a unique 
camera angle. Ultimate Football ’95’s entry is the “helmet 
cam,” but you can watch from just about any angle you want. 
If you want to win, howeveg you’ll push F7 for the overhead 
view and leave it there. The players will be small, but at least 
you’ll be able to see what’s happening on both sides of the ball. 

The offensive and defen¬ 
sive playbooks for each team 
are extensive. But for a game 
that has a formation and play 
for just about every situation 
imaginable, there’s no special- 
teams play to block a punt or 
field goal. If you want to go 
after a kick, you have to come 
up with your own play. 

Fortunately, the play editor 
makes this relatively easy. 

So what’s the final word? 

Ultimate Football ’95 is a solid 
product and would be a wel¬ 
come addition to any football 
enthusiast’s collection. Just 
don’t expect anything new. 
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YOU’VE BEEN TO MYST. @ ..NOW DISCOVER MARS 

Ray Bradbury’s The Martian Chronicles, the most popular science-fiction novel ever written, comes alive in 
a non-linear, fully interactive adventure filled with out-of-this-world mystery and intrigue. Journey to the red 
planet and walk the treacherous line between reality and illusion in this unique new interactive game, complete 
with eye-popping 3-D graphics and animation, mind-bending puzzles, and exclusive video interviews with 
science-fiction master Ray Bradbury himself. To aid in your survival, the package includes free gamer’s hints 
and an address for on-line advice. 

“RAY BRADBURY’S THE MARTIAN CHRONICLES 
is a hard-core puzzle lover’s dream.” 

—Electronic Entertainment 
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NHL ’96 

By Steve Klett 


^Competition in the world of computer 
hockey has been pretty abysmal lately. 

Merit’s World Hockey earned a major penal¬ 
ty for incompetence, and Accolade is report- Rsticuffs are backi G „ 
edly hanging up its Brett Hull skates to focus 
on more turf-oriented sports games. So you might think 
Electronic Arts would be content to let its popular NHL 
Hockey series rest on its laurels. Think again. Perhaps spurred 
by Wayne Gretzky lacing up his skates for a new Time 
Warner title, EA Sports’ NHL ’96 repre¬ 
sents a major upgrade in graphics, fea¬ 
tures, and game play—not just updated 
player stats. The new version should 
cement its No. 1 standing in the frozen 
pond genre. And NHL ’96 for the PC 


takes a big step toward matching the quality of sports game 
play formerly found only on console systems such as the 
Sega Genesis. 

NHL ’96 contains a number of new features, including 
eight different camera views, high-resolution graphics, CD- 
quality audio with stadium-specific organ music, more than 
1,000 3-D-rendered player animations, and team videos. Of 
course, you’ll also find every NHL team and player with the 
requisite statistics, full and abbreviated seasons, and playoff 
modes. Add faster game play, raucous crowds that actually 
cheer and razz you when they should, fighting, computer- 
controlled teammates that set up in the proper positions, and 
new moves such as give-and-go and one-time passing, and 
you get the most realistic hockey game available on the PC. 

While NHL ’96 includes support for as many as four human- 
controlled players (via joystick and keyboard), the game’s best 
feature is its artificial intelligence, wmch actually represents a 
major challenge for even talented solo players. No matter how 
good you think you were at previous versions—on both the PC 
and console systems—the days of 82-and-0 seasons are history. 

Advanced goalie and defensive artificialjptelligence make 
scoring something to actually celebrate. Even the worst 
goalies in the league will shut you out if you cfen’t employ 
radical moves and fancy passing. And just because you make 
the right move doesn’t mean you’ll score. Goalies that seem 
badly out of position will reach back and snatch your blister¬ 
ing slap shot out of the aiq and computer-controlled defensive 
players will do anything to keep you away fromjhe net. 

But don’t get me wrong. While it may be close, NHL ’96 
is not perfect. Its 3-D rink is beautiful—with reflective ice that 
builds up scars during a period and spoJ^advertisements 
along the boards—but the players are^till blotchy and pixe- 
lated even on the highest graphical setting. And you’ll need 
l4@iy of horsepoweFTyou want to play on those top-end 
detail settings. Even on a Pentium 75 with 8MB of RAM, we 
had to turn off ice reflections and scarring as well as crowd 
animation to achieve a playable frame-rate. Also, while they 
do accurately portray the look and feel of a hockey game, the 
camera angles can be disorienting and often lose track of the 
puck in the comers and along the boards. 

In fight of the game’s overall quality, though, these are 
minor complaints. Put simply, NHL ’96 is a must-have for 
hockey fans and sports-game fans. 
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to those who say they’ve got the stuff, 

, we say... 

Put up 




Either 

y°" Have ^ 


Or you 

Don’t. 


all the top NFL" 

quarterbacks! 


ail the players 

that l 

count! 


all the 

teams! 


>player, game and full season stats! substitutions! > replays from any angle!* >perfect your 
gridiron skills in the exclusive practice modelt >custom player feature-build your own dream 
team!t >simulation mode—change history in 50 game-breaking situations! >hyper audibles—choose 
from 54 plays at the line of scrimmage! and more!< 
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GAMES ESI 


FIFA ’96 

By Bill Meyer 


or the past year or so, the best soccer game you could Folks with Pentiums will F,FA ’ 96 ’. s s “ per VGfl 9 ra P hics 
buy wasn’t for the PC; it was EA Sports’ FIFA Soccer for drool over the game’s new matches to | j"* erna,lonal 

3DO. Now the PC has something to brag about in terms of Super VGA mode, which 

old-world football, and—surprise, surprise-ids EA Sports’ does not sacrifice fast play. The frame rate is amazing consid- 

FIFA ’96 for the PC. ering the extensive camera switches, player detail, and lifelike 

What many people figured player animations. Still, 486 owners aren’t left on the sidelines 

couldn’t be done on the PC with- and shouldn’t be disappointed by the VGA mode, which 

out faster processors and 3-D looks only slighdy inferior to the 3DO version. To cap off the 

accelerators has happened here, game’s great looks, you get a variety of quality sound effects, 

In Super VGA mode, FIFA ’96 including chanting fans, and a considerable amount of lively 

and varied play-by-play. 

While the graphics and 
sheer number of players and 
teams are pretty mind-bog¬ 
gling, developer Extended 
Play Productions didn’t stop 
there. Now you can also 
choose between Semi-Pro 
and Pro play, which affects 
matches considerably. On 


cousin. The new 
game also offers 
more than 60 offi¬ 
cial national squads 
and every team 
from 11 internation¬ 
al leagues, including those from Germany, 

Brazil, and Colombia. Unlike the 3DO FIFA, 
you won’t see the names of game designers 
impersonating soccer gods. 

Every player of the more than 600 avail- human error 
able is an actual professional from a cur- will make loi 
rent roster. You’ll even hear their names can also tak 
or numbers called out during play. Only player to lob 

the players’ real-world stats ar 
replaced instead with a rating 
an appropriate skill level. 


tion tougher and smarter but 
factor Even the greats like Baggio 
ow and then. Howeveg in Pro, you 


: open field while another runs onto 
it. Choose Semi-Pro, and every pass will go right to your 
teammates feet before they blast less realistic, yet enjoyable 
banana shots. There is also a Practice section, where you 
work on your offense and defense, try out set plays, scrim¬ 
mage, and even practice your penalty shots. 

The developers also beefed up the game play by adding 
backward drop passes (perfect in the goal box), immediate 
pass-backs, long balls, and 180-degree spins into dynamic 
half- and full-volleys. FIFA ’96 also lets you run actual plays 
(based on the give-and-go and called up with button combi¬ 
nations) within the action or during set situations such as 
throw-ins, comer kicks, and free kicks. Of course, you can still 
sprint, slide-tackle, shove, elbow, head, and bicycle kick. 

Finally, the game’s elegant interface is worthy of high 
praise. Each screen is artfully designed and easy to under¬ 
stand. Setting up Friendly, League, Tournament, or Playoff 
games and maneuvering through team scores is no problem. 

Still, FIFA ’96 is more an arcade game than a simulation. 
(Some players seem to possess inhuman speed and endurance, 
for example.) Just the same, FIFA ’96’s seemingly limidess 
number of teams and players, graphics flaig and capabilities 
will make it hard for any sports fan to pass up. 
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second-guessing refs and snarfing down pretzels is nothin’. 

try making 300 critical calls in 
under cO seconds each whiL$ 
answering to a side of b66l. 



Redskins’ ball; at spot of recovery right answer could land 
you and a friend in 


right answer and move through the 
regular season, playoffs and into the 
Super Bowl round. Dispute a ruling' 
Consult the complete NFL rule book that'! 
included in hypertext form. But why's 


Redskins’ ball; after 5 yd. penalty 
from spot of recovery 


49ers’ ball; at spot of recovery 
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GemStone III 



that beset players daily. You’ll find guilds and houses to join, 
tasks to complete, and items to buy, sell, and trade. The 
GemStone universe is an interactive one, in all senses of the 
word. But it’s not a graphical world—GemStone in is an 
almost purely text-based game. 

You will find a spirit of cooperation. Unlike many similar 
multiuser games, you won’t have to worry about being killed 
by player assassins in search of loot. Not that there isn’t con¬ 
flict, but survival in GemStone is a plural term; it implies par¬ 
ties whose members help one another and advance 
through the ranks together 

That help is necessary, because GemStone’s GMs 
(GameMasters) have designed many imaginative 
monsters to fight in wonderfully descriptive environ¬ 
ments. There are hooded figures that dispel your care¬ 
fully acquired defensive enchantments and stone sen¬ 
tinels that use glowing circles to heal themselves while 
they attack. And these beings are smart: Drop an 
enchanted broadsword near a monster; and it will grab 
the weapon and turn it against you. 

You’ll also find difficult puzzles to solve and a huge 
landscape to explore. Even more interesting, Elanthia’s 
living inhabitants include some of the most creative 
role-players in any universe. Other Elanthians are just 
delightful people—simpler; text-based versions of their 
real-life personae, perhaps, but nonetheless wonderful 


GemStone’s one real weakness is lack of good plot¬ 
ting. GM-directed “events” (like mysterious visitors and 
unusual quests) occasionally stall, or are sometimes 

W abandoned without resolution. The GMs also struggle to 

ho needs artificial intelli- involve large numbers of online players in events, often turning 
gence? Today’s online multiuser them into activities for only the most advanced inhabitants, 
games deliver the real thing. You However similar charges can be laid at the doorstep of most 

can visit a fantasy world along multiuser online games—and should be expected in interac- 

with thousands of other people five network gaming, which is currently less a setded genre 
simultaneously, interacting with than a wide-open frontier 

them as you go about your daily In any case, for balance, depth of play, variety of ex¬ 
perience, excellent scripting, and its human 
GemStone III takes se¬ 
cond place to no other 


business—casting spells, slaying monsters, and hopefully buy¬ 
ing that expensive, enchanted weapon. If that sounds 
ing, then make a beeline for GemStone IE. 

Currently found on GEnie and America Online (with computer game any- 
future plans for Prodigy), GemStone HI plants you in the land where. Buy a ticket and 
of Elanthia, where magic and reality are cunningly' 
a shimmering online environment. GemStone’s 
eight professional classes draw upon ten spell 
circles and dozens of skills to face the challenges 








let recent arrivals receive extra 


usually on Itiesdays, but check 
with your online service for fur¬ 
ther information. • Each profes¬ 
sion has its specialists, so If you 
create a bard, try getting a high¬ 
er-level bard to give you advice. 

• Don’t attack anyone you see in 
town, even if it’s only a comput- 
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Kick off the 1996 NFL Season in Las Vegas with Quarterback Attack 
professional quarterback simulator that puts you in the helmet and in c 
Digital Pictures and Electronic Entertainment give you the chance to scor 


A four day/three night getaway for two to Las 
Vegas, Nevada during the kickoff weekend of the 
1996 pro football season OR $1,000 cash. 


Enter Online: 


Mail Entries to: 


Go to Digital Pictures web site: 
http://www.digipix.com/games/qba/qba.html 


Digital Pictures/E2 
Sweepstakes 
P.O. Box 5959 
San Mateo, CA 944 


QUARTERBACK 
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point! 
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3D Lemmings 


^■emmings are like lima beans: some people love ’em; 
some people hate ’em. If you fall in the former category, you’ll 
have to take a look at 3D Lemmings, the latest in the long line 
of Lemmings games. 

In some ways, 3D Lemmings goes back to the basics. Gone 
are the myriad lemming races 
such as the ninjas and beach 
bums that populated Lem¬ 
mings 2: The Tribes. Gone 
are the tools and fighting of 
The Lemmings Chronicles. 
These lemmings are the orig¬ 
inal blue-bodied, green¬ 
haired guys. 

Oh, there are some new 
features, such as a “turning” 
skill, that causes a selected 
lemming to act like a school 
crossing guard. You can also 
highlight a lemming with an 
arrow, then give him a skill 
by simply clicking on the 
proper icon. It’s a great 


Platform: DOS CD, DOS 
Requires: 486/50, 4MB RAM, 

Street Price: $39.95 


GAME PLAY: f If 1)2 


GRAPHICS: * * * 1/2 


way to pick 

crowd. And 
in an annoy¬ 
ing com- 
mercializa- 

levels are even “sponsored” by candy maker Jelly Belly. 

But the biggest change, of course, is that these lemmings 
now five out their short, meaningless lives in a 3-D world of 
depth and distance. Floating cameras give you infinite ways to 
view the 90 colorful levels. You can even use a Virtual 
Lemming mode to get a lemming’s-eye view. 

Unfortunately, the move to 3-D makes an appealingly easy- 
to-play game frustratingly difficult. While earlier games could 
get fast and furious as you attempted to lead your charges 
safely through the levels, at least it was fairly easy to keep 
track of the litde guys. In 3-D, lemmings are often blocked 
from view or wander out of camera range. As a result, it pays 
to pause the game and set up your four cameras as soon as 
possible if you want any hope of saving the litde guys. 

Still, 3D Lemmings can be fun once you figure things 
out. Better practice or you could be responsible for mass 
lemmicide. —Christopher Lindquist 



Werewolf Vs. Comanche 2.0 



If Novalogic's Werewolf Vs. Comanche 2.0 sounds too 
good to be true, trust your instincts. 

Werewolf Vs. Comanche is essentially two games in one 
box. You get one CD-ROM with 30 missions featuring the 
Russian KA-50 Kamov Werewolf helicopter and another 
disc with 60 missions featuring the American Boeing 
Sikorsky RAH-66 Comanche. Then there’s the added 
bonus of 30 network/modem missions that allow you to fly 
the two copters against each other or as a team with as 
! many as eight other pilots. Sounds good, right? Read on. 

Built with the same graphics engine used for 
Novalogic’s lackluster Armored Fist, both Werewolf and 
Comanche start out 
behind the eight ball. 
Each game includes 
some nice effects- 
such as translucent 
smoke that rises from 
burned-out hulks on 
the battlefield. How¬ 
ever, the terrain and 
enemies are so pixelat- 
ed that it’s hard to dis¬ 


cern exactly what’s 
burning and what 
you’re shooting at 
Aww hell, you real¬ 
ly didn’t need that 
wingman anyways, 
did you? 

Then there’s 
the, ahem, “realis¬ 
tic” flight models 
of these two awe¬ 
some machines. 



more like an ar¬ 
cade ride than a true flight-sim experience. The Comanche 
feels a bit more responsive than the Werewolf, but other 
than that they fly identically. Novalogic could have at least 
included more realism as an option. 

Let’s not even go into the Super Nintendo-quality music. 

If all you want is a cheap way to start blowing away 
everything in sight with a few of your friends, check out 
Werewolf Vs. Commanche. Otherwise, there are far 
better helicopter sims. Did someone say Interactive 
Magic's Apache? -Sfeve Klett 
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^iP ley's —Believe It or Not! 

A two thousand year old mystery 
riddled with danger. 



THE RIDDLE Oi 

/Raster £.u 


V. 

1 


Can you unravel it... or will it unravel you? 

Arc you part detective, part thrill-seeking adventurer? You'd bolical death traps and solve mystifying puzzles! Can you survive 

er be! Join Robert Ripley, famed explorer and collector of the up to 60 hours of incredible globe bopping adventure packed with 

irre. and solve one of the most intriguing true-life mysteries of intrigue and danger? 


Arc you part detective, part thrill-seeking adventurer? You'd 
better be! Join Robert Ripley, famed explorer and collector of the 
bizarre, and solve one of the most intriguing true-life mysteries of 
the ancient world. 

Thrust into the year 1936. you uncover a secret plot to rule the 
world using an age-old talisman of mystic power. Now. it's up to 
you to stop the sinister plan of an evil nemesis. But time is running 
"■g SgSSi out! Race to exotic locations, gathering clues 

, to unlock a 2.000 year old riddle. Defy dia- 

’ > M AsTSv lA l 

/i /fjgSkt , Available lor PC CD-ROM. "...one of th< 

i > yH? "*■ Coming soon lor Macintosh. to merge bo 

& Visit us on-line @ „ . . 

i m sanc,uar y c °ynd 

1 M find out how you can get a demo of 2‘ L 


Explore more than 200 breathtaking and historically detailed 
environments. Interact with over 40 live video characters. Super 
VGA graphics, a richly textured soundtrack, and breakthrough 
technology deliver captivating realism like never before... Believe It 
or NotF Don't miss out on the adventure of a lifetime! Take the 
challenge of this revolutionary gaming experience home! 


"Exotic locales, cliff-hanging situations, fast-paced story¬ 
telling. fascinating characters, diabolical puzzles. The Riddle 
of Master Lu seems to have it all." - PC Gamer 





HO RTS 


Dagger’s Rage 


dagger’s Rage, a top-down-view action game, might have 
been state of the art for Christmas 1991, but in 1995 it trails the 
pack in almost every respect. Only the fact that it runs under 
Windows—including Windows 95—makes it of interest at all. 

Dagger’s Rage dresses 
up the action in a limited 
adventure-game setting. It’s 
the year 2524, and you’re 
Kurt Kaso, a former mili¬ 
tary hotshot in the Vek 
wars, now flying for the 
Mercenary Pilots Guild. 
Your old commander re¬ 
cruits you to see what’s 
really behind stepped-up 
pirate activity in your sec¬ 
tor—and rumors that the 
Veks may not have been 
thoroughly defeated. 

You take on various 

go ships and blasting 




attempt to earn 
credits, work 
your way up in 
the Guild, and 
discover the 
truth. Along 
the way you 
can boost your The to 

buy new ships, and stock up on ammunition. 

But the heart of the game consists of two-dimensional action 
sequences pitting your ship against flotillas of bad guys. Smallish 
ships fly over a variety of space and terrain backgrounds. You’ll 
face several different types of pirate ships, but the action remains 
pretty much the same from sequence to sequence. 

Roughly drawn cut scenes and maps link the space battles, 
but offer precious little information. Your radar always 
shows three enemies approaching, for example, no matter 
how many ships are attacking. And except for ships you may 
be escorting, you always fly alone; the concept of wingmen is 
far beyond this game. 

Compared to any of today’s top-of-the-line titles, Dagger’s 
Rage seems like a throwback to a less entertaining era. 

—Fredric Paul 


Heroes of Might & Magic 

^ThU (he foot time we've reviewed Heews of Mtft 5 
Magic. Back in January 1995 (page 96), I wrote about the pre¬ 
release version. Unfortunately, the game was delayed several 
months and is just now hitting the streets. Was it worth the wait? 
In a word, yes. 

Heroes of Might & Magic is a game of turn-based strategic war¬ 
fare set in a Might & Magic-like fantasy universe full of thieves, 
knights, ores, and wizards. To win, you must acquire ten valuable 
resources (sulfur, gold, gems, and so on) with which you can 
id monster armies. Along the 
way, you may find powerful 
artifacts and encounter 
as many as three clever 
computerized opponents 


tains many paths to 
success-and failure. 
For example, you get 
to decide what build¬ 
ings to purchase for 



purchase the services of 



'*** ' AW ’ 

^ * ’ ‘ llpilllj 


Heroes of Might & Magic puts 
a strategy twist on a classic 
role-playing game. 



Choose from among 17 
stand-alone confrontations 
or a campaign of 16 succes¬ 
sive “worlds." The 33 result¬ 
ing maps don’t change from 
game to game, but every¬ 
thing else-the location 


with a spell-casting 
sorceress? Choose well, because each choice affects the final 
confrontation with your surviving enemies. 

The game’s visuals are great, including stunning Super VGA- 
though with limited animation. Heroes of Might & Magic’s music 
is just as good, consisting of a series of well-crafted, Baroque- 
influenced compositions that I'd listen to on their own. Not only 
that, the game now includes a good online help system that was 
missing from the earlier version, making the game even easier to 
play. This winner should please strategy and fantasy fans alike. 
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Crashing, Burning, 
And Going 
To Extremes 

By Peter Olafson 




This is virtual reality without the thou- 
sand-dollar glasses. I am not in the fam¬ 
ily room; I am on the wrong side of the 
TV screen. My PlayStation and I are 
one. Wipeout is in the house and, for 
the moment, nothing else matters. 

This hovercraft racing game from 
Psygnosis has an almost hypnotic 
smoothness as you whip around curves, 
over jumps, and through tunnels. I 
know Pve played this same game a 
dozen times before in various incarna¬ 
tions, but never so seamlessly executed. 
The game’s terrain has an amazing 
sense of solidity to it, and you can’t help 
but feel like part of the surroundings. 

And, for all the graphics and all the 
speed, that’s what Wipeout comes 
down to: the feeling of participation, 
m around me just receded. All I 
ve ahead of me and my 


hovercraft. And I was right there with 
it. (Sony Interactive/Psygnosis; 415- 
655-8000; street price $49-$59) 


Destruction Derby 

Be honest. In your heart of hearts, you 
don’t really care how well video-game 
cars handle. You want to know how 
well they crash. 

Well, Destruction Derby for the 
PlayStation is an ode to how they 
crash—and they do it very well, thank 
you very much. 

The developed Reflections—the 
power behind so many of Psygnosis’s 
great Amiga games—has set its sights 
on this uniquely perverse (and uniquely 
American) celebration of automotive 
violence, and the result is very nearly 
perfect. You drive your 
car—backwards, if you 
want it to last long— 
within a circular arena. 
You participate in very 
realistic shattering col¬ 
lisions with other cars. 
You hand out and 
take damage—your tex¬ 
tured car all the while 
looking progressively 
beaten up and 


handling more poorly. 

The last car that still moves, wins. By 
then, the others will be spouting oily, 
black smoke. 

Within those restrictions, Destruc¬ 
tion Derby is flawless. Reflections com¬ 
bines trackside realism (with battered 
and smoking cars everywhere), rigor¬ 
ous detail in the effect collisions have on 
handling, and photo-realistic scenery 
for an utterly persuasive experience. I’ve 
never been to a demolition derby in my 
life. I never wanted to. Now, I’m plan¬ 
ning on adding monster truck rallies 
and roller derbies to our weekend agen¬ 
da. (Note to my wife: Just kidding.) 

The trouble is that the appeal of 
destruction for its own sake has its lim¬ 
its. (Hence, I suppose, the inclusion of a 
handful of stock-car speedways.) How¬ 
ever an assortment of stunt tracks a la 
Hard Drivin’, would be a nice addition. 
Imagine the possibilities. (Sony Inter¬ 
active/Psygnosis; 415-655-801 
price $49-$59) 


Captain Quazar 

At last, a really fun shoot-’em-up for 
3DO. Captain Quazar is American 
Laser Games’ Mazer (beaten with a 
stick last issue) done right—an Escape 
from the Planet of 
Robot Monsters for 
the ’90s. Everything 
blows up in this joy¬ 
ful isometric arcade 
game—walls, build¬ 
ings, rockets, crates, 
drums—and almost 
everything looks great 








Dare to Dream 


TOKEN YOUR SENSE OF WONDER 

Dinotopia. Fly Thundra, the young Skybax. Rescue Snapfire the 
rebellious teen Triceratops. Outwit Onno the crafty card sharp 
^ Velociraptor. Climb icy Blackshear Mountain to find the 
T& ancient Tibetan monk, Levka Gambo. 


Dinotopia’s unique technology lets you actually 
speak with a score of live actors, live special effects 
dinosaurs, plus over a hundred surprising 
inhabitants in 12 different worlds. 


V Based on the best-selling books by Ja 
* (over 1.5 million sold) Dinotopia is ni 
exciting interactive CD-ROM journey. 


An adventure for anyone with an imagination. 


"Looks like gotta-have 
Christmas software " 
USA Today, Mike Snider 
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while doing so. A completed level is 
loaded with evidence of the havoc 
you’ve wrought. (Most of the litde dead 
enemies leave tombstones behind.) 

The captain, a great blond lug with a 
Leno-on-steroids chin, roams around 
making occasional stupid sounds as he 
collects ammo and health powerups, 
extracts teleporter codes from sur¬ 
vivors, and just bums everything to the 
ground. Delightful. (Studio 3DO; 800- 
336-3506; $59.95) 

Platform: 3D0 
Rating: * ♦ * * 


WingArms 

Crash and Burn Dept.: WingArms 
appears to be Sega’s attempt to bring to 
the Saturn a texture-mapped arcade 
flight sim in the style of Ace Combat for 
the PlayStation. If so, lotsa luck. The 
planes in this World War E-era mission- 
based sim do loops but can’t bank at 
more than 45 degrees. In head-on colli¬ 
sions, they don’t detonate, but bounce 
off each other. And complex scenery 
appears to lose about 95 percent of its 

distance. Plus, do you think the intro 
should possibly simulate something 
other than the attack on Pearl Harbor? 
(Sega of America; 800-872-7342; street 
price $40 to $60) 

Platform: Saturn 
Rating: * k 


ESPN Extreme 
Games 

Imagine the 3DO version of Road 
Rash—still the paramount lunatic dri¬ 
ving experience—imbued with some 
of the obstacle-course sensibility of 
Rise of the Triad, and you’ll have a 
sense of ESPN Extreme Games for the 
PlayStation. 

You choose rollerblade, land luge, 
skateboard, or mountain bike and then 
literally claw your way through five 
tracks. (Punches and kicks are sensibly 
apportioned to the four Shift buttons.) 
Along the way, you can raise cash 
toward upgrades, gain ranking points, 


and generate some neat surprises by fol¬ 
lowing a course through colored gates. 

The speed is good, the scenery often 
brilliant—the game has an enormous 
depth of field—and the game seems to 
issue sounds specific to everything you 

paper machine and was startled to hear 
a hollow “thunk.”) And the concept is 
clever: If Sony meant to separate it from 
Road Rash 3DO, it has done so. 

Unfortunately, for all the commend¬ 
able components, Extreme Games 
doesn’t quite hang together It lacks the 
feverishness of a racing game—the 
track design is wanting, and the racers 
don’t fill the screen well—and the inspi¬ 
ration of a 3-D action game. It’s not 
extreme; it’s more like middle of the 
road. But that’s not necessarily an 
uncomfortable place to be. (Sony 
Computer Entertainment; 415-655- 
8000; $49-$59 street price) 

Platform: PlayStation 
Rating: -ft + * 


V.R. Virtua Racing 

V.R. Virtua Racing for the Saturn sub¬ 
scribes to a much lower graphical spec 
and manages to be more fun than its 
Extreme competitor This conversion of 


the legendary Sega 32X game is still 
polygon-based, but now there are a lot 
more of them. So you’ll notice extra 
scenery as you speed around the tracks. 
And more cars. And more tracks. And 
more of the little memorable touches 
that made Virtua Racing a classic to 
begin with. 

The biggest plus here, howeveg is a 
progressive structure that allows you to 
work your way up from putt-putt go- 
karts up to the big rigs. This gives the 
original open-ended game—in which you 
could race the way you wanted when you 
wanted—a new-found staying power 
(i.e., there’s something to fight for). 

Then again, if you’re going to tam¬ 
per with a classic, you’d better have 
classic material on hand, and this is 
where V.R. falls down a little. Most of 
the new tracks don’t have the drive- 
them-in-your sleep quality of the origi¬ 
nals. (The urban track is a notable 
exception.) However; they’re at least 
adequate, and V.R. is more than that: 
It’s a solid and surprisingly entertaining 
update. (Time Warner Interactive; 800- 
482-3766; $59.99) 

Platform: Saturn 
Rating: * -* * 1/2 
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WARNING The Host of This Game is NOT User Friendly. 



ATMOSFEAR 


H e’s the Gatekeeper and he wants to make your life a misery as you venture through this 
fractured race of frightening fun. Experience the best of all worlds in a game of speed, 
strategy, skill, suspense and stunning graphics as you journey through a land somewhere between 
nowhere and forever called The Other Side. Become one of the infamous Harbingers, then 
explore the six Provinces on a quest for the six keys needed to unlock the gates and unleash 
your powers. But be quick because time and the Gatekeeper are against you and 
everybody else is out to get you in this CD-ROM game of betrayal, Black Holes and blind trails. 

ATMOS! I AR YOU CAN’T SAY YOU WEREN’T WARNED. 


Foe 1 to G Plovers 
3-D SVGA Graphics 
Multiple Environments 
Wide Vorietv of Gome Plov 
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a strategic element that 
could have made it unfor¬ 
gettable. (Studio 3DO; 
800-336-3506; $59.95) 


Zero Divide 

Zero Divide takes Tekken to a “Big 
and Tall” shop, but neglects to stop at 
the fitting room on the way to the 
checkout counter 

This 3-D fighting game for the 
PlayStation gives us huge, complex, and 
unwieldly robotic characters that are 
ultimately too large and too busy to 
take much pleasure in. The designers 
were probably just trying to push the 
technology harder—more polygons in 
motion—but it’s like watching giant 
lobsters fighting with gardening tools. 

The up-side is that the combatants 
are equipped with an absolutely stagger¬ 
ing array of moves. Unraveling their 
complexities is almost a game in itself. 
(Zoom; $70 to $90 for Japanese import) 

Platform: PlayStation 
Rating: -ft * -ft 


Flying Nightmares 

The good news is that 3DO finally has 
a real flight sim. (VR Stalker was an 
arcade flying game in flight-sim duds.) 
Flying Nightmares finds you in the 
cockpit of England’s versatile Harrier 
jump jet on a fictional campaign to lib¬ 
erate an island nation. You’ll have to 
worry, about carrier landings, stall 
speed, engine nozzle angle, and all the 
cockpit housekeeping tasks that arm¬ 


chair pilots know and love. 

The bad news is that, for a 3D0 
game, there’s nothing much special 
about it. The frame rate is good enough 
that you don’t even notice it, and base, 
carrier; and building graphics do look 
good. (You can even see the surf.) But 
the ground texturing and effects like 
smoke and explosions are rather mod¬ 
est. The command system is rigorous— 
requiring simultaneous key presses. 
Plus, on more than one occasion I 
noticed the horizon quivering when the 
plane wasn’t. What’s that about? 
(Domark; 800-366-3506; $54.95) 

Platform: 3D0 
Rating: -ft -ft 1/2 


BattleSport 

BattleSport, eh? C’mon, folks, fess up. 
This Studio 3DO game is essentially an 
update of the LucasArts 8-bit classic 
BallBlazer (and its 16-bit relative, 
Master Blazer), with the goal in the 
center of the arena instead of at 
the ends. The ball looks the same. The 
missile-throwing tanks that lug them 
around look the same. And it’s still 
basically a good time—especially with 
two players. 

However; that said, it’s also a rather 
confining game: You grab the ball; you 
throw the ball; you blow the blue beje- 
sus out of your opponent to make him 
fumble the ball. A multiplayer team 
capability would have given this game 


Power Serve 
3D Tennis 

Fault! Power Serve 3D 
Tennis for the PlayStation 
looks good. It’s config¬ 
urable right down to the 
sex of the umpire who calls 
the shots. It offers a range 
of lobs and spins and just-fictitious- 
enough opponents (Andy Legacy?) who 
fall to their textured polygonal knees 
when they lose—which is not often. 

In full 3-D mode, where you see the 
court from the player’s point of view, I 
found it very difficult to connect fuzzy 
ball with catty gut. There’s no practice 
mode to allow you to leam the basic 
moves m a non-competitive situation. 
Nor is there an option for a career or 
season play. A shame. This looked like 
an ace. (Ocean of America; 408-289- 
1200; $59.95) 

Platform: PlayStation 
Rating: -ft -ft 


Blue Lightning 

The Jag’s 16-bit processor must be 
running this one. Blue Lightning, the 
first Jaguar CD game, is an odd choice 
for the CD bundle: It was ported up 
from the handheld Lynx, and it shows. 
This nondescript rewrite of After¬ 
burner offers a distinctly 2-D version 
of 3-D, with dull text screens and a 
consuming sameness. A second bun¬ 
dled game—a PC port called Vid Grid, 
a trifle that allows you to unscramble 
recent music videos—is actually a bet¬ 
ter demonstration of the unit’s poten¬ 
tial. (Atari; 800462-8274; bundled 
with Jaguar CD) 

Platform: Jaguar CD 
Rating: -ft 
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PREPARE FOR THE ONLY KOMBAT ON SATURN! 


MDRIAliKQMMF 

The high-voltage action of Mortal Kombat®ll strikes Saturn™ "Finish him" with the supercharged graphics, 
character animations, CD-guality music and electrifying sound f/x of this arcade blockbuster. Ultra-powerful 
special moves, Friendships, Babalities, hidden surprises, crushing combos, and out-of-this-world 
finishing moves are yours to kommand. Let the Kombat kontinue on Saturn™! 

■ Midway >l«laim 

SEGA SATURN MIDWAY .... 
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REALITY. 


Forget Virtual. You’re lookiog at 
Pro-Pinball, the most up-to-the-minute, 
realistic computer pinball game there is. 
Realistic flippers, realistic ramps, loops, 
orbits, targets, sink holes, lights - and of 
course, realistic balls. 

Mould-breaking, state-of-the-art Silicon 
Graphics technology brings you multiple 


viewing angles plus a super-high resolution 
of up to 1024 a 768 running at 60 frames 
per second. (Tech-speak for the best 
graphics in a game ever.) 

Scrolling? With Pro-Pinball, it’s history. 
You see ALL of the action ALL of the 
time - pretty handy when you’re playing 
six balls simultaneously, all shooting 


around the table just as nature intended. 

And with twenty great soundtracks, 
interactive speech, genuine mechanical 
sound effects plus a host of play modes 
and hidden features, the reality is this: 

Pinball novices will be just as 
spellbound as 

pinball wizards. ; *, , . 





By Christopher Lindquist 





3-D Starts to Get Real 


F or years, game developers, architects, 
and engineers have used high-end 3-D 
graphics-acceleration cards to help their 
computers create and manipulate spectacu¬ 
lar images. However, these cards often cost 
thousands of dollars and were of no use to 
gamers just looking for a better way to play. 
That’s beginning to change. Over the past 
year, specialized computer-chip makers 


generation of consumer 3-D acceleration cards. 
The first cards are just hitting the market now, 
and there’s no established 3-D standard yet, 
but it’s clear that 3-D is the gaming wave of the 
future. While the new cards may not have all the 
features of their more expensive siblings, 
they’ve got what it takes to provide an 
enhanced game experience for the average Joe 
who’s got about $300 to spend. 

3-D cards are powered by special hardware 
designed to manipulate the pieces that make 
up the 3-D objects you see on the screen, leav¬ 
ing your system’s main processor free to do 
other things. The result is higher resolution, 
more detailed graphics, and/or more frames 
per second of animation-all of which 
make for a smoother, more 
| realistic look, 
o That hardware comes 
| into play in several ways. All 
| of the new cards support 
| polygon or “rendering" acceler- 
g ation, which lets the computer 
£ more quickly draw the basic trian¬ 


gles that make up the larger polygons of a 3-D 
object, and texture mapping, which applies a 
two-dimensional image on top of the rendered 
object In addition, some cards provide extra 
features, such as perspective-correct texture 
mapping, which makes textures move more 
realistically as your point of view changes on 
the 3-D scene, and anti-aliasing, which helps 
eliminate the jagged, “sawtooth” edges that 

To make sure you have games to play on 
this new technology, 3-D-card companies are 
scrambling to make sure their products will 
work with games created using standard 3-D 
libraries-collections of predefined, three- 
dimensional objects that developers can simply 
incorporate into their games, saving them¬ 
selves the time and money required to create 
them from scratch-from Argonaut, Criterion, 
and Microsoft 

Windows 95 should make things even easier 
by providing a common application program¬ 
ming interface (API) for all card makers who 
want to write Win 95 drivers. That way, any 
game maker who writes a Win 95 game can 
build in support for 3-D acceleration, and Win 
95 takes care of telling the game what kind of 
features the card includes. 


Not So Fast... 

However, when Electronic Entertainment 
talked with game developers familiar with the 
new cards, they revealed four key points that 
at least for now, show it’s not a simple matter 
of “build it and they will come." 

For starters, the card with the best perfor- 
and largest feature set may 
the one that becomes the 
standard. Instead, the card or 
chip maker that makes it easi- 
for game developers to 
port their existing titles to 
support 3-D will stand the 
best chance of succeed¬ 
ing. According to Colin 
Rendition Verite Chip 


Boswell, Technical Director at Domark 
Software, a company busily writing games for 
nearly every 3-D card in development, game 
makers look for three attributes in a 3-D 
board: “Does it make the game look better? 
Does it make the game run faster? And how 
easy is it to accomplish those two things?” 

Second, it appears that better technology is 
just around the corner. By early 1996, the first 
entries in the 3-D chip market may be brushed 
aside by new contenders with more power and 
better support Game developers are already 
talking about chips such as Rendition’s Verite 
(which should appear first on a board by card 
maker Number Nine), which not only sports 
incredible performance, but also was designed 
from the ground up to make life easy on soft¬ 
ware makers. One early coup: id software has 
ported a prototype of its upcoming Quake to 
support a sample board using Verite hardware. 

Even this current round of cards is only the tip 
of the iceberg for their makers. Yamaha, NVIDIA 
and 3D Labs are all working on faster, more fea¬ 
ture-rich, and less ex- 
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Here and 
Now 

Despite the road¬ 
blocks, though, the fact 
remains that both hard 


ers want 3-D acceleration, 
and they will find a way to get it Microsoft will 
solidify Direct 3D, chip makers will find ways to 
support it and game makers will work hard to 
let their wares take advantage of it 

The pull of 3-D (and the funding supplied by 
3-D card makers) is already strong enough to 
lure Looking Glass Technologies, Papyrus, 
Domark, Interplay, Electronic Arts, and others 
into building games that directly support 
today’s various 3-D cards. Just don’t expect an 
instant flood of new games that support your 
card of choice. Indeed, many of the first titles 
will simply be acceleration-enabled versions of 
old favorites, such as Magic Carpet NASCAR 
Racing, and Descent 

To see how they look and play, E 2 checked 
out a quartet of the first 3-D cards to hit the 
market: the 3D Blaster from Creative Labs, the 
Diamond Edge 3D from Diamond Multimedia; 
Western Digital’s Paradise Tasmania, and the 
Matrox MGA Millennium. All are either avail¬ 
able now or due to hit store shelves before 

We found that while each vendor showed off 
impressive demos, it’s still a bit early for the 
average gamer to go and buy one of these new 
toys. Unless you’re an early-adopter techno¬ 
junkie who has $300 burning a hole in your 
pocket, take a deep breath and wait a few 
months. Then, when things settle down a bit 
you’ll be able to rev up your games with a little 
more confidence. 

Creative 3D Blaster 

At first glance, Creative’s approach to the 3D 
Blaster may seem a bit odd. For starters, PCI- 
bus Pentium owners are going to have to wait 
until next year. The first version of the 3D 
Blaster is VESA local-bus only and targeted at 
486 owners who aren’t quite ready to dump 
their PC in favor of a hotter processor. 

The plan begins to make sense when you 
consider that Pentium owners already have a 
pretty decent 3-D platform, acceleration or no. 
The Pentium has a speedy math coprocessor 



3-D performance than 
does the best 486. A 
3-D accelerator 
would have to work 
much harder to produce dramatic improve¬ 
ment on a Pentium. 

The 3D Blaster plugs into a standard VESA 
bus slot and connects to your existing graphics 
card with an external connector. For around 
$350, it comes complete with a six-pack of 3-D 
enabled games: Magic Carpet Plus, Flight 
Unlimited, NASCAR Racing, Cybersled, Ballz 
Out!, and Azreal’s Tear. Creative says you can 
expect around 20 games that support the 3-D 
Blaster by this Christmas. 

Our look at some early titles for the 3D 
Blaster reveals fairly impressive performance. 
Blaster-ready Magic Carpet and NASCAR 
Racing moved at about twice their normal 
frame rates in high-res mode, resulting in a 
much more pleasing- 
and playable-game. 

However, unlike the 
competition, the 3D 
Blaster is based on 
a chip from 3-D 
Labs’ current Glint 

ports a maximum 
resolution of 640- . 
by-480. 1 

Still, you can’t Matrox 
sell the Creative 

developers to write games for its h 
buyers of the 3D Blaster ought to be able to 
find some new titles. But if you expect to drop 
one of these cards into your PC and turn your 
486 into a high-res PlayStation, think again. 
(Creative Labs; 800-998-1000; PC, $350) 


Diamond Edge 3D 

Diamond is the largest graphics-card vendor 
on the planet You have to take seriously any 
3-D product it makes, and the Edge 3D is a 
serious product 

The Edge 3D takes an “all-in-one” 
approach to multimedia. The Edge uses a 
chip from NVIDIA that combines fast 2-D 
Windows 95 acceleration, wavetable sound, a 
digital controller interface, full-motion video 



acceleration, and fast 3-D performance using 
a unique “quadratic texture map” technique- 
all on a single card. In fact the combination is 
so powerful that Sega has decided to port 
Saturn games such as Panzer Dragoon and 
Virtua Fighter Remix to run on PCs equipped 
with the Edge 3D. But while all this sounds 
great, there are a few flaws. 

First Diamond is taking the opposite tack of 
Creative and bringing out the Edge 3D for PCI- 
bus systems first That means 486 owners will 
have to wait until next year-if ever. 

Second, the Edge 3D is a pure Windows 95 
accelerator designed to work best with 
Windows 95 games. Some Windows games 
that will support the card directly include 
Domark’s Absolute Zero and Interplay’s 
Descent: Destination Saturn. But if you want to 
play a DOS game, you’d better leave your old 
sound card right where it is because the board 
doesn't include DOS Sound Blaster support 
Third, some developers say that program¬ 
ming games to take best advantage of the 
Edge 3D is anything but easy. 

The card’s qua¬ 
dratic approach to 
3-D runs against 
the grain of many 
existing 3-D game 
engines, meaning it 

port titles. And most 

have much time to spare. 

Finally, it remains to be seen how the 
Edge 3D and its NVIDIA architecture will fit 
in with Microsoft’s 3-D plans. Diamond and 
NVIDIA say they are working hard to make it 
easier for developers to port their games 
and that they are working with Microsoft to 
guarantee solid support for their products in 
Windows 95, but only time will tell for sure. 
(Diamond Multimedia; 800-468-5846; PC, 
$249-$300) 

Western Digital 
Paradise Tasmania 3D 

Western Digital is taking yet another 
approach. It plans on simultaneously releas- 
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Play ENTOMORPH: plague of the darkfall 
and you’ll never be the same... 





W ' elcome to SSI’s World of Aden,' a vast 

new fantasy role-playing game world, where 
ingenuity and imagination reign supreme! 

It is the time of the Darkfell, a malevolent plague that 
threatens to corrupt every living thing in the land. 
ENTOMORPH : Plague of the Darkfall finds you 
in Kyan, where you witness the ghastly power of this 
virulent evil - the inhabitants are slowly being trans¬ 
formed into giant insects! 

The horror mounts when you realize you’re trapped 
in Kyan and destined to suffer the same fate as those 
you’ve seen skittering into the shadows on six legs. 

Time is now your worst enemy. Find the root of 
these evil transformations while you still can - or 
drown in the seething sea of insects that is Kyan! 

This single-player fantasy action adventure features 
an intense, branching storyline. Grisly combat with a 
variety of deadly attack options. Mind-bending puzzles. 
Treacherous traps. And ENTOMORPH is presented 
in state-of-the-art high-resolution graphics - with a 
CD-quality soundtrack that’s guaranteed to make 
your skin crawl! 
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both PCI and VESA-bus versions. The card 
should cost less than the competition, too, 
hitting the streets at around $250. 

Like the 3D Blaster, the Tasmania attaches 
to your existing graphics board via an outside 
cable. Its performance, based on early looks at 
some compatible games, seems quite good. 
Of course, this card has its problems, too. 

Unlike the other cards, the Tasmania can’t 
handle perspective-correct texture mapping, 
which can result in a less smooth appearance. 
Also, Yamaha’s list of software supporters is 
shorter than Diamond’s or Creative Labs'. To 
be sure, Papyrus will support the card with 
NASCAR Racing, but Domark contributes only 
the mediocre Tank Commander. The other 
cards each get one of Domark’s more 
advanced upcoming releases. 

Finally, neither Yamaha nor Western Digital 
can match the influence of Creative and Diamond 
when it comes to winning the hearts and minds 
of game developers, so they face an uphill climb 
to win significant long-term game-maker support 
(Western Digital; 714-932-5000; PC, $250) 

Matrox MGA 
Millennium 

Sometimes being first is good; sometimes it’s 
not Matrox has been a big player in the high- 
end, professional 3-D accelerator-card market 
for years. So when the company announced 
plans more than a year ago to launch a con¬ 
sumer-priced combination Super VGA and 
3-D accelerator card, it stirred up quite a buzz. 

Unfortunately, Matrox’s first attempt, the 
Impression, didn’t live up to expectations. Oh, it 
did 3-D acceleration all right but it supported 
only Gouraud shading, not the texture mapping 
needed to make objects look more realistic. 
Even worse, the card's VGA core offered 
abysmal performance, making some games 
practically unplayable. 

Now Matrox is back with the MGA Mil¬ 
lennium, a $400 Super VGA, video, and 3-D 
accelerator card with exceptionally fast 2-D 
performance. It may prove to be too little, too 
late on the 3-D side, however. The Matrox card 
seems to elicit little interest from game devel¬ 
opers. In fact, the MGA Multimedia SuperPack 
contains only a single game. Yes, you guessed 
it-NASCAR Racing. 

So while the MGA Millennium may be a fine 
card, it simply isn't generating the support nec¬ 
essary to be a real competitor in what should 
become an ultra-vicious battle. (Matrox; 800- 
361-1408; $379) 
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T ies, sweaters, even socks. That’s what 
most of us get for the holidays. But it’s 
not what we really want Oh, no, what we really 
wish for is a brand-spanking-new, top-of-the- 
line multimedia computer. 

Well, we can always hope, can't we? But 
what If Santa or some other generous soul real¬ 
ly was going to bring you the ultimate in hot 
computer hardware? Exactly what 
would you want? 

Well, here’s Elec¬ 
tronic Entertainments 
holiday wish list for the 
hottest, fastest, game- 


that 500MB was considered a good starting point 
just a couple years ago; now 1GB is becoming 
standard, but we'll double that just to be on the 
safe side. Even the most glutted PC-entertain- 
ment fan will have trouble filling 2 gigs of space 
before spring. Besides, once 
you start checking into drives 
this big, the 



Powerful Pentium 
($1,400) 

First, let's get serious about the processor. A 
133MHz Pentium is the only CPU to buy at this 
point Oh, sure, the Pentium Pro (a.k.a. Intel’s 
marketing name for the P6) is out and about 
and flaunting its performance power, but 
there’s some indication that 16-bit software- 
including some of today's games-may actually 
run slower on a Pentium Pro than on a fast old 
Pentium. It seems unlikely that game makers 
will be making Pentium Pro-optimized games 
for some time, so let's stick with the known 
quantity for now. 

Hold Everything 
($1,800) 

We’ve got the processor, now let’s add some 
storage. Enhanced IDE drives are easier to deal 


“Out of Mem- 
iry” errors a thing of 
te past with 32MB 
RAM. But what kind 
RAM should you 
? These days, all the 
hottest machines are using ultra¬ 
fast EDO-or “Extended Data Ouf-RAM, so 
we will too. (What makes EDO RAM faster? 
Normal Dynamic RAM has to be “re¬ 
freshed," meaning its data must be 
reloaded, every time the CPU reads it. EDO 
RAM can retain its data read after read, 
saving time and boosting overall system 
performance.) 

Cruising CD-ROM 
Drives ($500) 

Four times? Six times? Nah, let’s go all the 
way to 8X with a CD-ROM drive that is guar¬ 
anteed not to go out of style until the third 
millennium. Sure, we may not see much 
performance improvement in games maxi¬ 
mized for older double- and quad-speed 
drives, but at least we won’t spend as much 
time waiting around for those new games 
to install. 


Great Graphics 
($400) 

The truth is that you’re unlikely to see much 
difference in Windows performance among 
any of today's top graphics accelerator 
cards. Fast is fast is fast. However, you 
should be careful to buy a card that will also 
work well with your DOS games. Some 
graphics-card manufacturers put all their 
effort into making an ultra-fast Windows 
accelerator, then saddle the board with the 
cheapest VGA core they can find. The result 
is zip-quick Windows-and DOS games that 

ay stuck in the mud. 

Fortunately, there are good options that 
do both. The Matrox Millennium offers excel¬ 
lent DOS and Windows performance, and 
even adds some 3-D and video acceleration 
as a bonus (see “3-D Starts to Get Real," 
page 178, for more details). Likewise, the 
Diamond Stealth 64 delivers admirable per¬ 
formance in both DOS and Windows, 
although it lacks the Millennium’s support for 
3-D. We’re not picky; we’ll take either one. If 
you really want to be on top of things, go for 
the 4MB versions to guarantee maximum 
resolutions and color depth under Windows. 
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Monster Monitors 

($ 2 , 000 ) 

Size matters, particularly when 
you're talking about computer moni¬ 
tors. The bigger, the better. We 
just can’t live without at least a 
21-inch screen with .28 dot-pitch 
resolution. NEC makes a per¬ 
fectly lovely 21 -inch monitor; 
any of the name-brand models 
would make a nice addition to 
the family. Yeah, we know big 
screens don’t come cheap, 
but if Santa can slide one 
down the chimney, we'd cer¬ 
tainly appreciate it 

Stupendous Sound 
($600) 

If you want to be really happy, General MIDI 
wavetable audio is a must as is Sound Blaster- 
compatibility for all our old faithful DOS games. 

Did you think that Windows 95 made Sound 
Blaster compatibility irrelevant? Not so fast. 
Creative Labs’ AWE 32 may not be the newest 
board on the block, but it is Sound Blaster 16- 
compatible, and most of the latest DOS games 
now support the AWE 32 for both digitized 
sound and MIDI music playback 

The AWE 32 also includes built-in reverb and 
chorus, plus the ability to add onboard 
ory to store “sound fonts," or 
banks of sound different from 
the standard General MIDI 
collection. We PC music 
makers will enjoy having the 
options. 

ears, we’ve gotta have great 
sounding speakers-a subwoofer 
rigeur. Cambridge SoundWorks’ SoundWorks 
system does justice to music and multimedia. It 
sounds really good, especially for speakers 
costing less than $200. You could spend more, 
but we don't want to be too greedy. 

Wicked Wire Act 
($400) 

Modems just keep getting faster, and 33.6Kbps 
is looking like the next place to be. Oh, the 
V.34bis or V.394t or whatever they’ll call it stan¬ 
dard won’t be official until next year, so we'll 



itil then, 
no 

can be easily upgraded, like 
those from US Robotics. 

As for Digital Simultaneous 
Voice and Data (DSVD)-which 
lets you talk and send data over 
the same line-we love the idea. 

eality won't live up to 
the hype for a while. Seems DSVD 
may find its way into tech-support 
applications long before it gets into 
games. The current standard could 
cause online games to freeze up for a 
sit during error correction, so all you’d 
end up saying to your opponent is 
“What the heck is going on?" 

More than a Mouse 
($150) 

Fact is, certain games work better with an 
old-fashioned mouse, and some just love a 
trackball. We'll take both. There are plenty to 
choose from, but the Logitech Trackman Vista 
is a favorite around here in the trackball 
arena, while Kensington’s four-button, pro¬ 
grammable Thinking Mouse 
would be just the rodent 
the rest of the time. 




Jumping ~ 

Joysticks! ($550) 

Every good gamer needs a selection of joy¬ 
sticks suitable for any situation. Of course, not 
every gamer has room for a dozen 
sticks, so we’ll restrain ourselves. For 
those multiplayer sports games, we just 
have to have Advanced Gravis’s GrIP 
System with a couple of joypads. The 
digital GrIP supports up to 16 sticks 
under Windows 95, but can also emu¬ 
late standard analog joysticks. 


Microsoft's Sidewinder Pro is equally digital, 
and also emulates either ThrustMaster’s Flight 
Control System or CH Products’ FlightStick Pro 
in analog mode. But for serious flight sims, we 
need a Thrustmaster FLCS F-16 and a FLCS 
F-16 TQS with the new Windows-based pro¬ 
gramming interface. There's nothing quite like 
the real feel. 

3-D, VR, and Other 
Ephemera 

Finally, while we’d love to 
sk for Virtual I/O’s i-glass- 
!s! and a Diamond Edge 

thing fc 

year’s holiday i 
season. Odds are | 
that better stuff will I 
be around by then. I 
Still, we wouldn't mind o 
hese extra toys show £ 
up, too. (2 
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Electronic 


tertaiiment 


SHOPPER 


The Dig 

Official Player’s Guide 

Bi| Jo Rshburn 


Ge^TKem Whi Le TheyVe 


Join Commander 
Boston Low and his 
two companions in a 
spectacular science- 
fiction adventure that 
takes you from Earth 
to a planet that's 
light years from 
home. This guide 
gives you everything 
you need to safely 
pilot your crew back 
to Earth, including a 
complete walk¬ 
through, hints and 
tips, character profiles, 
and a comprehensive 
inventory of equipment. 
$19.99 
BK-361 
Platform: 

IBM-PC, CD-ROM 


The Beast Within 
A Gabriel Knight Adventure 
Official Player’s Guide 

By Corey Sandler 

Join Gabriel Knight and 
his assistant Grace, as 
they explore the 
connection between 
mysterious deaths in 
Germany, the legend of 
the werewolf, and the 
history of King Ludwig 
II. This exclusive guide 
includes a comprehen¬ 
sive walk-through, 
detailed maps, a hint 
section, and a look at 
the making of Sierra 
On-Line’s latest video 
adventure. 

$19.99 
BK-368 
Platform: 

PC CD-ROM 




Police Quest 5: SWAT 
Official Player’s Guide 

By Susan Frischer 

To succeed in this incredibly 
realistic simulation of life on 
the LAPD’s SWAT team, you 
must train, study tactics, and 
play it smart Written in 
conjuntion with the game’s 
designers, this guide is the 
ultimate handbook for a 
new recruit. Inside you’ll 
find a complete walk¬ 
through of all training and 
call-up scenarios, a catalog 
of SWAT equipment and 
a comprehensive tactics 
chapter explaining real-life 
SWAT strategies. There’s also an in-depth ir 
with former LAPD Chief Daryl Gates. 

$19.99 

BK-370 

Platform: 

PC CD-ROM 



Rebel Assault II 


Official Player’s 

By Jeff Hoff 

Can you survive 15 
harrowing missions and foil 
Lord Vader's evil plot to 
destroy the Rebel Alliance? 
This guide is the ultimate 
copilot for the latest Star 
Wars adventure. It includes 
tips and strategies, cheat 
codes, a complete discussion 
of how to use the Difficulty 
Editor, and a thorough 
look at the making of this 
CD-ROM masterpiece. 

$19.99 

BK-369 


Guide 



Platform: 

PC CD-ROM 


Call 800-360-2228 to order NOW! 











OUT OF YOUR MIND 



Immerse yourself in a strange 
culture full of mystety, magic 
and deception. All is not what it 
seems in this bizzare and alien 
world. W ho is friend... who is 
foe? What has happened to the 
missing Druid? Which path is safe to choose 
Find your answers by exploring this “feature 
length” story in a three dimensional world. 

Action-based combat system Intuitive 
point-and-click interface Over 100 fully 


3D locations in SVGA 
Over 10,000 frames of animated 
- Progressive nonlinear 
with multiple endings 
am less animations of charac¬ 
ters and creatures • Rich musical 
>und effects, and speech Ready-made 


vill si 


instantly, or create your own • Isometric over¬ 
head view of a 3D world Featuring a single 
character party Available October ’95 


Look for the Interactive Demo with leading gaming magazineo. 

To order, visit your nearest retailer, or call: (8001447-1230. Ask for operator 40. 

Clue 

SIRTECH 

PO Box 245, Ogdensburg, NY 13669 Tel: (315) 393-6633 Fax:(315) 393-1525 E-Mail: 76711.33@COMPUSERVE.COM 







Silencing modem sounds, 
connecting to Win 95 Web sites, 
and finding a better way to do DOS. 


7 


S.O.S. 


Making Modems Shut Up ing the sound on only until a carrier tone is 

How can I get my modem to stop making detected. 
nofsIt's really annoying whenever I con- 

nect to dn tinline service and have to listen Where’s Windows 95 on 
to that strange beeping hiss. 

Bob McNamara 
Dallas, TX 


Tired of waking up the wife with those midnight 
online sessions, eh? You’re in luck. Most 
access software for online services has.a check Address Unavailable 
box in its modem-configuration screens that 
lets you turn off your modem’s speaker. 

If your service has overlooked 
this handy feature, you can ger 
around the problem by talking 
to your modem directly using 
an “AT" command. 

AT commands 


The Web? 

Can you recommend a good World Wide 
Web site, for Windows 95 information? I'm 
always iftiSfbsted in getting the most up- 
to-date info that I can. 

Don Linford 



your modem what to do. For 
example, using a basic termi¬ 
nal-emulation package, you can 
type “ATDT5551212” to directly 
tone dial the phone number 555- 
1212. There are tons of ot 
AT commands, and one of them, the “M” com¬ 
mand, controls your modem’s speaker. 

To turn off your modem’s speaker entirely, 
find out where your terminal-emulation pack¬ 
age or online-service software keeps its 
modem initialization line or “startup string.” 
(Check the software’s online help or manual if 
you have to.) Then, insert the command MO (M- 
zero) into the string. Be careful not to overwrite 
any information already in the string, or you 
could prevent your modem from connecting! 
Write down the original line so you can type it 
back in if you make a mistake. Save the set-up 
changes and start up your software. 

Voila! Your speaker should now be off when 
| you dial. If you want to turn it on again, change 
| the “0” to a “1.” 

| You may want to check your modem's man- 
| ual to see what other M commands exist for it 
o Some modems simply use the numbers for 
| various volume levels, while others use them to 
1 turn on special speaker features, such as leav- 


i the SOS guy isn’t good enough for 

Weeeelllll, okay, I’ll still give you a good place 
to visit Check out the Windows 95 Question- 
Answer-Information-Database (QAID) at 
http://www.whidbey.net/~mdixon/win40001 
.htm. This database contains hundreds of tips 
and hints, from the mundane to the arcane. You 
can even download a stand-alone version of 
the database to run on your PC. 

Also take a look at the Windows 95 page at 
http://www.elektek.com/win95.html. This 
page has links to two dozen other Windows 95- 
related Web sites. One of them should have 
what you want 

Teaching an Old DOS 
New Tticks 

Can I run my old version of DOS under 
Windows 95? I’ve had some problems 
running older games in a DOS window 
or in MS-DOS mode. I know they 


worked just fine under DOS 6.2. 

Help! 

Kurt James 
Hoboken, NJ 

Well, Microsoft doesn't make much of an issue 
about this (it apparently doesn't want anyone to 
know just how close Windows 95 really is to 
DOS), but yes, you can. Be warned, however, 
that you have to edit a critical Windows 95 file. 
It’s not difficult but novices might want to ask a 
computer-literate friend to help. 

From Windows 95, follow these steps. 

1) Double-click on My 
Computer. 

2) Look for the 
MSDOS.SYS file in the 
root directory. 

3) Right-click on it, then 
select Properties from the 


5) Close the Properties box. 

6) Open the Notepad in Accessories 
on the Startup menu. 

7) Open the MSDOS.SYS file in Notepad. 

8) Add the line BootMulti=1 under the 
Options heading (be sure to use the exact case). 

Now, when you start your computer, press 
and hold the F8 key after the memory check. 
You'll be offered a chance to select from a 
number of boot options. Select “Previous ver¬ 
sion of MS-DOS” from the menu, and you’re 
back to where you started! 

You can also change the BootGUM line to 
BootGUM) to prevent the Windows 95 graphi¬ 
cal interface from appearing at all. You'll start at 
what amounts to the MS-DOS 7.0 command 
prompt and you’ll have more free conventional 
memory in which to run your DOS games. You 
can always start the Windows 95 interface at 
any point by typing “Win" and pressing Enter. 

Play It Loud 

My new sound card says it has a built-in 
amplifier. Mjlvhen I get speakers for it, can 
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Battle Beast sets the standard for game play and realism on the PC. 

There’s nothing like it. Guaranteed! Or your money back * 

• Master more than 100 fight moves • Discover hidden bonus rooms and secret weapons 
• Marvel at feature-film duality audio and animation • Fire rude interactive keyboard taunts at your 
opponent • Outwit the computer's artificial intelligence • Battle it out over network or modem 
Question: What are Mortal Kombat, Street Fighter and Primal Rage? Answer: Redundant! 
welcome to the 7th Level. 

Game Over! 

Visit your retailer for a free demo or download the Battle Beast Promo on aol (keyword: seventh) or CompuServe 
(CO: seventh) or on the web (www.7thlevel.com). For more information or to order, call 1-800-884-8863 ext. 109. 









/ avoid speakers that include amplifiers? 
They all seem to be really cheesy or really 
expensive. Even better, couldn't I just 
attach my old stereo speakers to the card 
and have them work fine? 

Jeff Miller 
Green Bay, Ml 


When sound card companies tell you that their 
cards have a “built-in amplifier," they are often 
using the term rather optimistically. You see, 
the inside of a computer is hardly an ideal 
place to store a piece of equipment whose 
main job is to amplify electronic signals. As a 
result, attaching just about any decent pow¬ 
ered speakers to the “Line Out” instead of the 
“Speaker” connection on your card should 
result in much cleaner sound. 

If you’re intent on using the built-in amplifi¬ 
er, that’s okay. Just don't bother attaching 
those old sound boxes that you didn't want to 
use with your stereo anymore. Standard 
stereo speakers (particularly older ones) are 
rarely magnetically shielded. As a result, 
putting them next to your monitor will make 
the screen look like it spent too much time on 
Haight-Ashbury in the '60s. 

Psychedelic, man. 


Data Group, the world's largest publisher of computer- 
related information and the leading global provider of 
information services on information technology. 
International Data Group publishes over 194 computer 
publications in 62 countries. Forty million people read 
one or more International Data Group publications each 
month. International Data Group's publications indude: 
ARGENTINA'S Computerworld Argentina, Infoworld 
Argentina; ASIA'S Computerworld Hong Kong PC World 


Singapore, Computerworld Malaysia, PCWorid Malaysia; 
AUSTRALIA'S Computerworld Australia, Australian PC 
World, Australian Mao/vorld, Mobile Business Australia, 
Network World, Reseller, IDG Resources; AUSTRIA'S 
Computerwelt Oesterreich, PC Test; BRAZIL'S 
Computeiworid, GamePro, Mundo IBM, Muhdo Unix, 
PC World; BULGARIA’S Computerworld Bulgaria, 
Ediworid, Macworld Bulgaria, PC World Bulgaria; CANA 

InfoCanada, Network Wodd'canatFa, CHILE'S 
Computerworld, Informatics; COLOMBIA'S 
Computerworld Columbia; CZECH REPUBLIC'S 
Computerworld Electronika, PC World; DENMARK'S 
CAD/CAM WORLD, Communications World, Com- 

PrcSteolog Macvrorfd DanrakPCWorld Etenrak 
PC World Produktguide, Windows World; ECUADOR'S 
PC World; EGYPTS Computerworld Middle East, PC 
World Middle East; FINLAND'S MikroPC, Tietoviikko, 
Teitoverkko; FRANCE'S Distributique, GOLDEN MAC, 
InfoPC, Languages & Systems, Le Guide du Monde 
Informatique, Le Monde Informatique, Telecoms & 
Reseaux; GERMANY'S Computerwoche, 
Computerwoehe Focus, Computerwoche Extra, 

MacS, e NetLek, PCWfe^rcwcrfie, PubliTKit; 

HUNGARYS Alaplap, Computerworld SZT, PC Virlag PC 
World; INDIA'S Computers & Communications; 
ISRAEL'S Computerworld Israel, PC World Israel; ITALYS 
Computeiworid Italia, Lotus Magazine, Mao/vorld Italia, 
Networking Italia, PC World Italia; JAPAN'S 


Korea; MEXICO'S Compu Edicion, Compu Manufactura, 
Computadon/ Punto de Venta, Computerworld Mexico, 
MacWorld, Mundo Unix, PC World, Windows; THE 
NETHERLANDS Computer! Totaal, LAN Magazine, 
Lotus World, MacWorld Magazine, NEW ZEALAND'S 
Computer Listings New Zealand, New Zealand PC 
World; NIGERIA'S PC World Africa; NORWAY'S 
Computerworld Norge, C/world, Lotusworld Norge, 
Macworld Norge, Networld, PC World Ekspress, PC 
Worid Norge, PC World's Product Guide, Pubfsh World, 


Thanks to reader John Ehmann for providing 
some of this SOS information concerning 
multiboot in Windows 95. 

Got a hot tip that you’d like to share with 
other game and multimedia fans around the 
country? Send it to SOS at any of the address¬ 
es listed below. We'll try to run your tip and 
give you credit so others will know how smart 
you are. If we use your tip, you’ll get a free 
one-year magazine and CD-ROM subscription 


Fax, mail, or e-mail your queries to the 
S.O.S. staff at: 

• Electronic Entertainment 
951 Mariner’s Island Blvd, 

Suite 700, San Mateo, CA 94404 

• Fax:415-349-7781 

• CompuServe: 73361,263 

• America Online: ElecEnt 

• Internet: e2@iftw.com 

Sorry, but we can’t send personal 
responses to every question. - ’ 


Response; PANAMA 'l . „ , 

Computeiworid Peru, PC Worid; PEOPLE'S REPUBLIC 
OF CHINA'S China Computerworld, China Infoworld,PC 
Worid China, Electronics International; China Network 
Worid; IDG HIGH TECH BEIJING'S New Product Worid; 
IDG SHENZHENZHEN'S Computer News Digest; 
PHILLIPINE'S Computerworld, PC World; POLAND'S 
Computerworld Poland, PC Worid/Komputer; PORTU¬ 
GAL'S Cerebro, Computerworld, Correio Informatico, 
Madn, PC World; ROMANIA'S PC Worid; RUSSIA'S 
Computerworld-Moscow, Mir-PC; Sety; SLOVENIA'S 
Monitor Magazine; SOUTH AFRICA'S Computer Mail, 
Computing SA, Network World S.A.; SPAIN'S Amiga 
World, Computerworld Espana, Communicaciones 
Worid, Macworld Espana, Nextworid, PC Worid Espana, 
Publish, Sunworld; SWEDEN'S Attack, 
ComputerSweden, Corporate Computing, Lokala 
Natverk/LAN, Lotus World, MAC&PC, Macworld, 
Mikrodatom, PC Worid, Publishing & Design (CAP), 
Datalngenjoren, Maxi Data, Windows World; SWITZER¬ 
LAND'S Computerworld Schweiz, Macworld Schweiz, 
PC & Workstation, PC Katalog; TAIWAN'S 
Computeiworid Taiwan, Global Computer Express, PC 
World Taiwan; THAILAND'S Thai Computerworld; 
TURKEYS Computeiworid Monitor, Macworld Turkiye, 
PCWorid Turkiye; UKRAINE'S Computeiworid; UNITED 
KINGDOM'S Lotus Magazine, Maworld, Sunworld; 
UNITED STATES' AmigaWorid, Cable in the Classroom, 

^DirecL’Ser^vent, 

- ---...id, Network World, 

NeXTWORLD, PC Letter, PC Worid, PlayRight, Power PC 
WorldPublish,, SunWorid, SWATPro Video Event Video 
- JJ ; VENEZUELA'S Computerworld 
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The Rredator Series 






























/ -800-C0R0M- / 3 


1-800-237-6613 214-241-0724 FAX: 214-488-2109 w- 

Mon-Thur 9am-10pm Fri-Sat 9am-6pm Sun 12- 6pm CST 
Visit us on the Internet, http://www.national-cdrom.com 
US, US Territories 8t APO orders only, please. rana 
We offer the only NO RISK return policy. l 


3EI 



Terminal Velocity 


Apollo XIII 


BG C Sc r eensav er 


Relive and leant all the 

details of the April 13, 
1970 explosion aboard 
Apollo 13 and the dramatic 
rescue that followed. 
Contains video, stills, 
animation, and interviews 
with the astronauts. 


of one! Doors of Passion II 
Massive Melons, Sensuous 
Girls in 3-D, Double Down 
Touch Me...Feel Me, and 
Private Screenings. 


APOLLO XIII 


Get ONE of the above specials with the purchase of 2 additional titles at our regular low prices OR First Time Buyers can get 1 0% off all titles. 


Not valid with other specials. You must mention special at time of order. 



















ADULTS ONLY E-aooWK 

PO BOX 14 DEPT 10494 HANCOCK, VT 05748 INT’L 802-767-3033 FAX 802-767-3382 
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BEAUTIFUL BEAUTIFUL WOMEN" 


2 Sequencing the playback of selections; and eh=.o, UnpnJL 


or n «//nowToM7ree^800)rBWc 

(800.229.6636 or 415.656.0601} 


Mm 






























j[Jj ^nited M l BOM 


^December 22nd, 1995 and 
:r before Christmas I 


| Complete Internet 


\ Steel Panthers 

I byMindscape 


«Red Ghost 

I by Empire 


I Indy Car Racing 2 


^Silent Hunters 

l byMindscape 





















Simply...The Most 
Beautiful CD-Rom! 


Call (800) 999-7995 
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Escape HIGH 
Cable Bills 

Cable Converters & Descramblers 

• Delete costly cable 
bills by purchasing your 
cable box! 

Call to receive the best 


Open your eyes and 
see the vision, Multi- 


ULi 

o 




SUPER SAVER BUNDLES (4 CD-ROMS each) 

Vampire Bundle.$99 

Vampire's Kiss, Dripping with Desire, Elite Euro I, Sampler 

Virtual Sex Shoot Bundle ..$99 

Virgins Bundle.$99 

Virgins 3, Dripping with Desire, Elite Euro I, Sampler 

Seymore Butts II Bundle.$99 

Seymore Butts II, Dripping with Desire, Elite Euro I, Sampler 
Intimate Possibilities Bundle.$99 

Venus Interactive, Dripping with Desire, Elite Euro I, Sampler 


VAMPIRE'S KiB by Digital Playground 


Breathtaking 3-D virtual world 
HQDV Full-screen video playback 
360" VIRTUAL VISION™ 

Fantasave™ interface allows visu- 


( 800 ) 990-9077 Foreign orders (818) 772-6969 Fax order: 

Check/Money Order to: CD DISCOUNT 21115 Devonshire St #304 Chatsv 







































future are the setting for the 
most exciting adult interactive 
VR game ever created. Imagine 
having neatly infinite possibili¬ 
ties, as you create your own 
visual fantasy: fay 'controlling 


every intewelysexual moment 

• of ffc%Wy-c-h-arged erotic sex. 

• Imagine being able to play back 
s; yoilr fantasy,■dspyou've created 
t&jM full-screen, fulj-m«tion: 

ImagjneJjipf able to trade ycur 
rtasterpi^Be with others via 
B8S. Internet or floppies, and 
haying titem watch in amaze- 


Mfeing! It is! You can! 
Th#Will! ! ,Virtual Sex Shoot - 
youf imagination‘has never been 








consenting.adult 


DlVAX 


Only $49.95 (reg $69.95) 

SPECIAL BONUS 

• FREE pixis CD sampler (reg $9.95) 


Marketplace 




The Domestic and International CD-ROM Experts 


Interactives 

Adv. of Seymore Butts 2 $49 

CyberStrip Blackjack $34 
CyberStrip Poker $34 

Dirty Debs. 2 Asian Inv. $49 


Movies 



■ Girls of Mardi Gras 



Phone (201) 783-3600 • Fax (201) 783-3686 • FAXBACK Line (201) 783-3374 • hltp://www.iqmag.com/ 
Send Orders To: Mission Control, 7 Oak Place, EE 1295, Montclair, NJ 07042 MC.Visa, Discover, Checks & 
Money Orders. Checks held 14 days. Please Include Phone #. Shipping $7 OVERNIGHT (most areas) Int’l 
Shipping $25. E-Mail MissionCd@aol.com 































Coverage of the Stars 
& Producers 


A Complete Guide to 
Buying & Collecting 
Interactive Erotica 


YES!, 


Start my subscription to 
Interactive Quarterly™ for $12.95 & send 
my FREE Adult CD sampler: (check one) 

Arcus Digital Playground New Machine 11 Pixis Interactive 


i i i i irrmnnmnrm i 


□q/m 


Only 

INTERACTIVE 
QUARTERLY 
brings you: 

Reviews & Ratings of 
Adult CDs 
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Computer Culture f; 

The Washington Post recently listed some Of course, we came 
hypothetical viruses that might infect your up with a few of our own: XTsr 
PC. Here are a few of their choicest strains: ♦ Rabbi Virus: Prevents 
Oprah Winfrey vhis: Your 200 megabyte your computer from working I 


H ey, guys! Tired of going on 
America Online and not being able 
to get anybody to chat with you? 
The men are too busy trying to get GIF files 
of women and the women too jaded from 
sleazy solicitations to give you the time of 
day, right? Well, do what millions of men all 
across America are doing...Wong Foo your- 
sclft Go online as a woman! 


Here’s my exclusive Do’s-and-Don’ts 
Guide for creating an unwaveringly perfect 
female AOL persona. 

Screen Name: Choose something com¬ 
mon, like Suzanne289. Don’t try to oversex 
yourself, because nothing screams “I’m a 
lore than a screen name like Candi, 
ii, or anything with XXXs in it (like, 
\ say, ViXXXen). At best, nobody will talk to 
you. At worst, you’ll get unsolicited e-mail 
from your local congressman. 

Member Name: Don’t forget to change 
your screen name is Suzanne289, 


you don’t want your member name reveal¬ 
ing your real name...Ralph. And, for 
God’s sake, pick a believable last name. 
Unless you’re the nutball 
who was shaving his finger¬ 
prints off in Seven, a last 
name like Doe just ain’t 
gonna cut it. 

Location: Pick a locale 
you know well. If you en¬ 
ter Madison, Wisconsin, 
and somebody asks what 
school you went to and 
you name a place in St. 

Paul, Minnesota...consid- 1,011 

eryourselfbusted. 

Your Age: Lie about it. Telling the truth 
about how old you are is a dead giveaway 
that you are not a woman. 

Marital Status: Single, or if you really 
want to send that devil-may-care attitude, 
throw out “divorced.” 


Occupation: Don’t lie here. Just make 
what you do sound cool. Janitors become 
“sanitation engineers,” lawyers become 
“"“ r icity technicians,” marketing 
types become “image 
adjustment managers.” 
Just because you read 
Microserfs doesn’t mean 
you can bluff your way 
through a conversation 
with somebody after claim¬ 
ing to be a “bug checker for 
Microsoft in building 7.” 

So there you go. Men 
fight be will talk to you, give you 

sle), ‘ online tips and trade infor¬ 

mation with you! Women 
will return your Instant Messages! Sure, 
you can never meet them (unless you enjoy 
dressing as a woman), but hey, it’s all in 
good fun, right? Now remember, use this 
knowledge for good... not evil. 


Screen 
ir Names 

-*• Sure, we’ve all heard the ru- 

mors—celebrities roaming the 
! Net under aliases. Usually, 
they’re under deep'cover, but 
s, just sometimes, their 
es give them away... 


Rush Limbaugh: 2Fat2Fit 
Melanie Griffith: Bimbot 
RuPauI: Not2Str8 
Bill Gates: GigaNrrd 
Howard Stem: Nstig8tr 
Kato Kaelin: Toady40J 
Calvin Klein: PedOFile 
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Are Tou 
Ready 

For The Ultimate 
Experience? 











Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity, 
please visit us at www.retromags.com 

is made from these scans, nor do we offer anything 
available from the Publishers themselves. 

i selling releases from 
t them and do let us know. 


Thank you! 




